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TO MAXIMIZE YOUR RACING PLEASURE, 
INSTRUCTOR WALTER S. SMITH 
RECOMMENDS FOLLOWING THESE SIMPLE RULES: 


RULE *1 
TAKE ADVANTAGE OF BLIND SPOTS. [ 


This will greatly increase the 


likelihood of a serious accident. 


RULE #2 
INSIST ON THE RIGHT-OF-WAY. ` | 


If someone doesn't yield 


the right-of-way, use force. 


#3 
NEVER BE COURTEOUS TO OTHERS. 
Remember, it’s the nice 


guys who always finish last. 


CA CHAMPIONSHIP 


Full-Contact Auto Racing. 


: 
4 Codemasters (f, 3DO E | 
PlayStation ® | саппасма | 


www.tocaracing.com 
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EXnews:> pla 
Activision grabs Space Invaders, Namco does another Ridge Racer, Deer 
Hunting comes to the PlayStation, EA buys Westwood, C&C Mavie?, Who's 
Toasty?, You don't know Jack and Accolade teaches editors Formula |. 
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DXecute» p24 
Hints, cheats, cheats, hints, tips, cheats, hints, tips. 
EXclusive:> p28 


How can one magazine deliver so much EXclusive info each 
month? Quality hair products? Ultra-long keyboard cables? 
Nope. It's the 010 Spice, baby! 


EXcerpt:> 40 
A candid conversation with the creator of Colony Wars: 
Vengence. It’s enough to make the nerve endings in your 


fingertips tingle. 
EXtreme:> ров 
Ultra intense espionage spy action. 
Metal Gear Solid. 
EXpecting:> рВ0 


You may experience а slight curvature of the mind after 
browsing our preview pages. This is considered normal. Do 
not be alarmed. 


EXrated:> p68 


A hit parade of hotties scroll past your eyeballs as you stare in 
disbelief. That's right, its the new EXrated section. Click here 


now for your free membership. 


Diport» p80 


Someday you may play these games, so welll show them to 


you now. 


INDEX OF GAMES 
корин. 


LEMMINGS COLLECTION .. 
MADDEN NFL 88 


GUILTY GEAR 


BPA International Membership 
applied for May 4th, 1998 


EDS AT OR КА! мА 


Welcome to Volume 3, Issue ll of PSExtreme — that's 35 issues in magazine years to you and 


Pei i ws. 


me. While were on the cusp entering our fourth year, publishing the best and longest-running 
PlayStation magazine around (devoid of all mindless self-promotion and propaganda), Sony is 
preparing to celebrate the PlayStation birthday as well. Three years old (actually four in Japan) 
is a pretty long time in this disposable, technology-driven industry. And, even though theres new 
hardware on the horizon with Segas Dreamcast, the PlayStation is still maturing and evolving 
with each successive generation. ЇЇ seems developers are still creating new tools and discovering 
new ways to tap the PlayStations yet uncovered resources, and this holidays batch of games 
are proof-positive. With First Party titles such as Spyro the Dragon, Crash Bandicoot 3: Warped, 
MediEvil and A Bugs Life, and Third Party titles like Twisted Metal 3, Tomb Raider 3, Syphon Filter, 
Test Drive 3, Legacy of Kain: Soul Reaver, Metal Gear Solid, NFL Blitz, GameDay 99, Colony 
Wars: Vengeance, Moto Racer 2, Parasite Eve and Tiny Tank (phew! I'm sure I've forgot a few), 
theres no sign of things slowing down anytime soon. In fact, l'm betting next year will be the 
best yet for our grey little buddy. In any event, we plan on growing older and larger (that is what 
happens when you get up there, isnt it?) right along with it and we hope you'll accompany us 
along the way. 

Focusing on the issue you have in your hands, weve got yet even more goods on Crash Bandicoot 
3 and, of course, Metal Gear Solid. The next time you read anything else about these two 
titles in our pages will be the reviews. If you look a little further, you'll find exclusive info. On 
Disney/Sonys A Bugs Life, a round-up of Activision's fourth-quarter titles and a brief chat 
with Mike Ellis, lead designer of Psygnosis Colony Wars: Vengeance. Of course, weve got the 
mast reviews in town, including Dave's dissection of GameDay 99, Madden 99 and NFL Blitz 
— let the e-mail wars begin! 


As always, thanks for reading, we hope you enjoy the issue and well see you in another 30. 


GREG 
OFF@QUAKE.NET 


DIMENSION PUBLISHING, INC. е 
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From the creators of Tomb Raider and Fighting Force. 
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E WENT 92 YARDS, BROKE TWO 
TACKLES, JUKED ONE CORNER AND BLEW 
b THE NUMBERS OFF THE FREE SAFETY. 
C'MON, LET THE GUY DANCE. 


а = 
| “ae - Football doesn't get any more real 


than NFL GameDay '99. This year, 


T we've given NFL GameDay ‘99 a 


stadium full of new features, like 

all-new graphics and gameplay, 
a? brilliant sportscasting by Dick 
Enberg and Phil Simms, and 
Authentic Football Intelligence; a 
new innovation which has players 
thinking and reacting just like they 
do in the pros. NFL GameDay ‘99 
by 989 Sports. Take a few snaps ot 


you'll see why it's the best-selling 


football game around. 
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Dear PSExtreme 


What is the difference between Tomb 
Raider 3 and Tomb Raider Gold, and 


will this be Lara's last action game? 


Thanks 
Ellison Gray. 


Tomb Raider Gold is a re-release for 
PC of Tomb Raider 1, 2 and Tomb 
Raider Extreme, which is bunch of 
extra levels that take place right after 
Tomb Raider 1. lt won't be released 
on the PlayStation. Tomb Raider 3 is 
a whole new game. 


1 know this won't get published, but 

it is worth a shot. First of all, 1 want 

to say to everybody, quit sucking up! 

Ме all know the mag is the best, so 

just SHUT UP! Now that that is out 

of the way, 1 have some questions. 

1. Will Thrill Kill have fatalities? 

2. 1 saw the Indiana Jones pics in your 
September issue, but they were the 
PC version. They looked great, and 
1 wanted to know if the PlayStation 
version will look just as good. (1 
hope so) 

3.1 rented Fighting Force for 
PlayStation, and it was a great 
game, but it was way to easy to 
beat, so 1 didn't buy it. Will there 
ever be a Fighting Force 2 for 
PlayStation? 

Thanks a lot for your time, and 

PLEASE publish this letter. 


JHoov2B 


1. А Thrill Kill is basically a “‘fatality.”’ 
2, We’re told that the graphics will 
be close. Ме’П be going to 
LucasArts as we close this issue, 
so we should have the infos next 
issue. 
3. According to Eidos, no. 
Remember people, it’s okay to suck- 
up, as long as you're sincere. You're 
the best readers a magazine can have, 
and we love you. 


Dear PSExtreme, 


First off, as everyone says, you've got 
the best Playstation magazine out 
there. 1 just wish 1 could find your 


LAB 


public Spinien 


web site... 

Anyway, about football games. I've 
been a hardcore football gamer since 
the first Madden for the Genesis — 
it’s the reason | bought my Genesis. 
There's one thing l've noticed that no 
one has really touched on: the running 
game and Al. Recently, | purchased 
NFL Xtreme because you gave it a 
gold rating. Your rating was right on, 
but once again, the computer will 
NOT run. Even when l play pass 
defense, it will NOT run. So, l am 
begging the game companies: Before 
you release your football games, for 
God's sake, give the computer some 
CHEATS so it can freaking run! Make 
it block a little better, make it run 25 
times a game, l don't care what; just 
as long as 1 have to worry about the 
running back. Pittsburgh should 
RUN.... Also, please make these 
options 'standard' features for future 
football games: pro bowl game based 
on previous season stats, total control 
passing, create-a-player, 8 player 
support, tackle breaking (paying 
attention EA?), and a play editor. And, 
one last thing, Game Company Guys, 
track user records. Example: NBA Live 
98. lx kept stats for player 1 regardless 
of who that player controlled during 
the game (Shaq one quarter, Kobe the 
next). So, for football, if 1 control 
Reggie White one play, then Gilbert 
Brown the next — or maybe even a 
linebacker; | want to see how many 
sacks/tackles player one had for the 
game. It'd be sweet for those 4-8 player 
multi-tap games where people 
constantly switch on defense. 


Anonymous 


Rest assured that your pleas have been 
heard. Our site 15 www.psextreme.com! 


Dear PSExtreme, 


1 would like to say that | think you 
should have LESS codes in your mag 
so you can have room more important 
things. 1.е.; More Reviews. Real gamers 
don't need codes. (except for maybe 
some Game Shark ones that let you do 
something really cool that you can't 
do on your own.) 


Anonymous 


ps 


What?! We'd have to fire Toolie! Cat v 


do that. Code secrion stays. 


A 


Dear PSExtreme, | 

1 don’t know why lm even writing: 
this letter because it probably won't 
even be read, let alone printed in ‘the: 
mag. Um writing becase of your sucky 
codes. Don’t get me wrong... your 
magazine is great, but your codes 
seriously suck!!! For example, in your 
Volume 3, Issue 8 copy, the All 
Character, All Course cheat for Hor, 
Shots Golf didn’t work when 1 ted, 
it. (After the 40th time | gave up.) 
And, another example, in the вате! 
copy, the All Weapons mode for Duke 
Nukem: Total Meltdown didn’t work. 

Please tell me if these were misprints 
or if l m just some kind of jerk who 
can't do anything right. NE 


f П 
Yours Truly, 
A Confused Fan 


10 Toolie's fault! He's fired, 
1] 


Dear PSExtreme, 


1 waited for the August issue to come 
out and see the review for the game 
Crime Killer. However, the review was 
not in it and 1 was disappointed. You 
also advertised games such as San! 
Francisco Rush and Deathtrap, 
Dungeon, yet there have been no 
reviews on these games either. | bought 
San Francisco Rush Extreme Racing 
and 1 was highly disappointed. The 
game sucks. If it had been reviewed, 
1 wouldn't have bought it. Do gaming] 
companies pay you to keep their games 
from being reviewed or are you just} 
not with it? Tell me what’s up with 
this and 174 like to see these games| 
reviewed so 1 don’t waste anymore. 


money. 
X 


‘Thanks, , 
Steve Henn 
EC 
P.S. There's no butt-smooching in pe 
letter! 


i 8 


‘The classic “Stealth Launch(es)" syike: 
again. Sometimes we'll go down to the 
local game store and see a game on the 
shelf that we didn’t even know was 
due to be released, and it’s always а’ 
stmker. The company obviously didn’t 
want a bad review to hurt their mitial 


sales of the game, so they didn't eX 


the game to атту magazines to review. 


a 


г in the Battle mode .... 
uc Mee ees in the two player split оте mode... 
| WILL destroy you in the combat cable link mode .... 


OU MAGGOT !” 
| WILL DESTROY Y aerial 


“Look here Son, | WILL use your head 
as an anchor 2 butt 


sa à ото JB Nightstick 


nk o 
с oull be 
carin “Stayin Alive” til’ уе" — , 
Ebony Justice 


ae 13 ‘OFF the Hook’ characters to choose from. 
+9 Blazin’ aquatic tracks to tear up. 
*3D rendered waves like you've never seen before. 


An arsenal of high powered, high tech 
customizable weapons and boats- 


all Fully upgradeable. 
*Two player split screen or 
combat cable link. 
GAMES, 
www.deadinthewater.com 
SN Y = ' 
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By the rime we get our hands on the 
game, we don’t want to waste precious 
pages on a old stinker that could be 
used to review fresh titles. 

In the past, we'd post reviews of these 
games on our web site, but ме recently 
lost Zach to the lure of making video 
games, so we’ ve been a little behind 
on the web stuff. 


Dear Cool Cats at PSExtreme, 


What up wit’ you guys? "уе written 
to you homies at least ten times but 
stopped counting after my 36th letter. 
None of those letters have ever graced 
the pages of your kick-ass “zine. What 
up wit’ dat? So in order to assure the 
printing of this letter, | have enclosed 
a sweet amount of cash. Maybe this 
will make your cheap asses happy! 

But enough with the sweet talk. 

Congratulations on having a funky- 

funky fresh mag (which is my favorite 

night after High-Times and Scientific 

American). 1 think one of the tightest 

features of your magazine is the digital 

imaging on the “Exclusive” and 

“Extreme” sections. Often, l just like 

to sit back and stare at those pages 

because they’ re so damn beautiful! 

“Cause you guy be creative like that! 

Anyway, 1 just have a few little tidbits 

to ask you cool cats. 

1. In your May issue, you had ап 
article about San Francisco Rush 
for the P.S.X. in your “Exclusive” 
section and mentioned that it was 
coming out sometime in the summer. 
What the hell are you guys 
smoking?! | happen to have a copy 
of SF Rush that 1 bought sometime 
in APRIL and it sucks! Are you so 
stuffed with drumsticks and chicken 
wings that you aren't aware that 
it’s already out?! So what are you 
waiting for? Get a copy and start 
reviewin'! 

2. l agree with you that the number 
of light-guns for the PlayStation is 
twice the number of light-gun games 
out there. Yet, somehow, 1 still want 
a light-gun, because 1 just love them 
games! But т too cheap to buy 
one. Which light-gun do you G’s 
recommend that is inexpensive 
enough for a cheap punk like me? 

3. Who answers these letters anyways? 

Thanks for taking the time to read this 


[9 
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letter, answering the questions and 
hopefully printing the damn thing! 
So until my next letter (being number 
fifty something), don’t munch on too 
many buffalo wings and keep it real 
homeis! 


Sincerely, 
Mr. G-Funk 
Brooklyn, TX 


P.S. Any type of currency not found 
enclosed might not necessarily be the 
fault of the sender. 


Now, that is some high quality suck- 

up. Good work! 

1. See the previous letter about 
“Stealth Launching". The game 
looked good for a first alpha version.. 
then, boom, there’s the game in 
stores, still looking like a good alpha 
version, but a sorry final version. 

2. Get the Nuby. The Namco gun is 
the best, but it only works with 
Namco games. 

3. The DP “С?” Collective. (Or, 
whoever knows the answers.) 


Dear PSExtreme, 


1 just had a question. 1 really like 
Golden Eye for N64 and 1 wanted to 
know if MGM will be making a Golden 
Eye for PlayStation. 


Jonathan Barrett 
Wexford, PA 


No GoldenEye. We're getting 
“Tomorrow Never Dies" instead. 
From what we've seen, it’s similar to 
GoldenEye, but in the 3rd-person 
perspective. Have patience, because 
it won't be out until June of next year. 
In the mean time, check out Syphon 
Filter from 787 Studios. 


Dear PSExtreme, 


l'd like то begin by saying how much 
l've thoroughly enjoyed your magazine 
over the years! You truly are THE 
number one authority in the video 
game marker. That is why 1 am hoping 
that you can provide me with some 
help with an important question l 
have. l was wondering if you have 
heard any information concerning a 


ail 


Sony PlayStation peripheral known 
as the Game lce. lx is ‘an air 
conditioning unit which snaps onto 
the left side of the PlayStation system 
and is supposed to keep the system 
running a lower temperature and keeps“ 
it free of dust. 1 first heard about the 
Game lce nearly six months аро, but 
it seems that it never hit the market. 
Was this product just a rumor? Is it 
available only in certain places? Or 
was the product scrapped due to the 
improved ventilation system of the 
newer model PlayStations? Please, , 
Let me know! | 
Thanks, guys! | i 
1 
Yours, 
Brian Р. Lesyk 


Ahhh, the Game Ice. We had a nice 
fellow send us pictures of \his! 
invention, the Game Ice, about a year 
ago. Neat idea, but he apparently had. 
trouble getting it distributed. We 
haven't heard of, nor seen it, since.’ 
| Hi 


Dear PSExtreme, 


First, l love the тар. l'm a subscriber,’ 
and no other gaming mags for the 
PlayStation even touch you guys. 
Anyway, 1 was wondering if you've 
heard anything about Sony coming up 
with a multilink cable system for the: 
PlayStation? lx would be so awesome; 
to play games like Red Alert or Doom 
with 3 or 4 people instead of just 2. 
l've played the game enough that the 
computer just isn't, tough enough 
anymore, and neither is my friend. 


Thanks. у | 
4 


Red Alert Ruler,» 
Dustin 


Not likely. It’s hard enough to get two. 
TV's, two PlayStations and two copies 
of one game in the same room. Holy 
hairy horse hooves! Three or four TV’ sy 
with PlayStations in one Mél E 

What folly. i? À 
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HE GAVE HIS LIFE FOR HIS KINGDOM. NOW HE’S GIVING HIS DEATH. 


MEDIEviL. 


E COMING HALLOWEEN 
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ACTIVISION GRABS SPACE INVADERS 


Following the success of their PC update to 
Battlezone and the company’s upcoming 
Asteroids title, it did not come as much of a 
surprise when Activision decided to grab the 
license for one of the original founding video 
games, Space Invaders. Activision will be 
partnering with the game’s original publisher, 
Taito, to develop and produce games based 
on the old-school quarter muncher for just 
about every game system imaginable. Expect 
big explosions and more complex gameplay 
to replace the old white sprites on a black 
screen. 


NAMCO ANNOUNCES FOURTH 
RIDGE RACER GAME 


Recently, sharp-eyed webspiders noticed a 
new banner floating atop Namco Japan’s 
homepage for a new game called R4: Ridge 
Racer Type 4. Earlier this year, Namco had 
said that a new franchise title would be 
appearing for the Japanese 
PlayStation in December of this 
year, but did not commit at the possem 
time to which title it would be. Ё 


DEERHUNTER FOR PLAYSTATION 


GT Interactive has signed a deal with 
Microware, granting the company world-wide 
licensing rights to all console versions of 
Deerhunter for the next three years. And we 
were getting worried that the new category 
of gaming — which we’ve dubbed “Bubba 
Ware” — wasn’t going to take off on the 
PlayStation. The addition of a deerhunter title 
will nicely complement the existing Bubba 
games such as NASCAR, fishing and bowling. 


ELECTRONIC ARTS BUYS VIRGIN INTERACTIVE, 
WESTWOOD STUDIOS 


Electronic Arts recently acquired several key 
assets of Virgin Interactive, including 
Westwood Studios (creators of Command & 
Conquer). Under the agreement, EA will pick 
up Westwood, Virgin’s Irvine, CA. office and 
the rights to all the third-party games that 
Virgin was planning to publish, including the 
oh-so naughty Thrill Kill. This move neatly 


finishes off Virgin 
Interactive’s lifespan as 
a publisher and developer, 
finally putting the ailing 
company to rest after two years 
of languishing sales and 
disappointing titles. It also solidifies 
EA's position as the Microsoft of game 
publishers. EA ponied up $122.5 million 
for the acquisition — keep that in mind next 
time you're wondering why PlayStation games 
cost so much money. 


COMMAND & CONQUER: THE MOVIE! 


Speaking of everyone’s favorite real-time 
strategy game, it seems that Westwood Studios 
has been sniffing about for a Hollywood 
partner to get the ball rolling on a C&C 
adventure for the big screen. Seems the Las 
Vegas-based developer wants to produce a 
sci-fi/action movie based on the game, with 
two forces in a post-apocalyptic future battling 
for control of the earth. Does this mean that 
we're going to have to start investing feelings 
in our little units? We don’t think we could 
send all those machinegunners off to die if 
we knew all their names. Maybe Westwood 
should look into doing a Saving Private Ryan 


game. 


WHO THE НЕСК IS TOAST VI 


Surf on over to www.sheepagainstspyro.com 
to get a glimpse at one angry sheep. It seems 
Toasty the sheep has been beaten down by 
the “man” (or dragon, as it may) and has 
found a forum from which to vent. On the 
site, you'll find all sorts of useful information 
that you might not have known about the 
overlooked and underapprieciated furry 
animals, as well as an ри 
inside look into Toasty's M 
fragile psyche. After № 
reading his plight, we're № 
believers! 


YOU DON Y" KNOW JACK HEADED FOR PS 


Berkeley Systems Inc., a division of Sierra, 
has announced its award-winning PC quiz- 
show game, “YOU DON’T KNOW JACK” will 


soon be available for the 

PlayStation. Perfect for parties, JACK will 
offer up more than 1,400 hilarious questions, 
multi-player action and features specifically 
created for the PS. If you’re not familiar with 
this title, JACK combines classic trivia with 
pop-culture references in a witty, brain- 
twisting mixture that’s as challenging as it 
is entertaining. The game will feature original 
music, sound effects and hilarious dialogue, 
as well as some PlayStation-specific features 
such as Dual Shock support. YOU DON’T 
KNOW JACK will be shipping this November 
with an estimated retail price of $39.95 


TURN AND BURN — COURTESY OF ACCOLADE 


A warm “thanks” goes 
out to Accolade who 
took a bunch of gangly 
video game journalists 
to Sin City and set 
them loose behind the 
wheel of Formula One 
cars on the Las Vegas | 
Motor Speedway. That’s 
right, after a night of 
gorging on Prime Rib 
and losing money at 
the BlackJack tables, then only an hour-and- 
a-half of training the next day (which Greg 
and Chris mostly slept through), the editors 
were stuffed into these mean machines and 
took off, hitting top-speeds of 90 miles-per, 
around hair-pin turns and long straightaways. 
In-between the driving and pit crew contests, 
we were treated to Accolade’s major fourth 
quarter line-up, consisting of Test Drive 5, 
Test Drive Off Road в, Big Air and Star Con 


pii ЭТАЕМЕТЫ. 
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Station Gaming News : 


JULY 1998 


Acclaim’s Sony's Midway's 989 Studios" EA's 
Gran Turismo Mortal Kombat 4 NFL Xtreme Road Rash 3D 


Namco's EA's Eidos’ Sony’s 


Tekken 3 Triple Play ‘99 Tomb Raider 
ne pru 


stoil pri 


Source: NPD TRSTS Video Games Tracking Service * 9,100 outlets across the U:S: 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 


The ratings reflected above are those of Dimension Publishing and do not represent the opinions 


EVERYONE 


PlayStation and the Play egistered trademe C / Ci ntertainment Inc. NFL is a registered trademark of the National Football League. Officially licensed product 

of the NFL Players ani a j mark of the National Football League. Team names, nicknames, logos and other indicia are trademarks of 

the teams indicated. TM/ [ 1998 Players Inc. Developed by 989 Studios and Red Zone Interactive. 989 Sports is 
a 998 Sony Computer Entertainment America Inc. 


| 


ГЇ The Best St 


alle F 


| 


Some cry because of the challenging gameplay. Others cry for their enslaved brothers. But 
most Mudokons cry because electrodes are attached to their tear glands, stimulating the ingredients 
_ for SoulStorm Brew, the best-selling nauseating elixir from SoulStorm Brewery. 

In the classic Oddworld tradition, Abe's Exoddus delivers more intuitive communication and 

entrepreneurial evil than ever before. Richer language. Lusher environments. Tougher challenges. 


- Deadlier farts. pir iim 
Welcome to the tastiest gaming brew ever concocted. Slug it down. : =ч your ph a 
AN ALL-NEW EPIC p 77 / 7 Р > n 
FROM THE CREATORS OF ә 4 — f 
ODDWORLD: ABE'S ODDYSEE :./ № Е. 4 ^ 
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| This is no ordinary TV; the KL-W9000 is actually a top of the line Sony LCD Projection 

| monitor housed in a self-contained unit. This monitor weighs in at a mere [06 pounds, 

and is only 22 inches deep, but the amazing quality of the display, coupled with the 

| perfectly flat screen, makes it seem even larger, while being able to fit it in almost 

| anywhere. 

| One of the many great things about this beauty is the fact that it's not actually a TV. 

© but a multiscan monitor capable of supporting resolutions up to 800X600 — perfect 

_ for plugging in your 3D-accelerated PC games as well. There are RGB inputs on both the 

- front and back of the monitor, as well as a number of RCA and S-Video inputs for home 

theater and game consoles. This monitor may have been designed for the boardroom originally, 

but fits in perfectly in a game-intensive environment. > 

The KL-W9000 is a widescreen (16:9) formatted monitor, which is great for DVDs and Laserdiscs, but is also great for games 

that support the format. A few upcoming titles will support 16:9 screens, as developers prepare themselves for the imminent 

arrival of digital television. You can also switch between wide and conventional aspects with the touch of a button if the 
screen becomes overly stretched. 
| have seen a number of LCD-based systems in the past, but none of them have been able to match this one in 
terms of color and clarity. Colors explode off this monitor, thanks to Sony's unique Dichroic Mirror and Prism 
Assembly, which combines the red, blue and green signal elements for accurate, uniform color and high 
resolution images. And by housing the projector within the unit, Sony eliminates the need to turn off all the 
lights in a room to see the picture. If you have the means, | highly recommend picking one up. 

- - 
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MAD GARE DUAR FORGE RAGING HEELS AR СВЕ - 3 
Diehard car nuts must have a racing wheel to use while zipping around the 
~ track. The Mad Catz Dual Force Racing Wheel is great for racing or touring 
* games like Gran Turismo or Rage Racer, but isnt quite designed for car combat 
` titles like Twisted Metal 2 or Vigilante 8. For the more action-oriented titles, 
| found that the buttons were not conveniently placed, making it very hard 
to effectively gun down oncoming vehicles. = 
Yes, the wheel not only supports analog racing mode, but also is equipped with ‘& 
_ two vibration motors, for the total feedback experience. There's nothing nicer than 
_ the feel of scraping along your competitor's fenders as you pass high on the outside at 
-ninety miles an hour. Unfortunately, there arent a whole lot of racers supporting the rumble 
effect, but I'm sure that will change as the feature becomes more common. 
The main wheel unit is very bulky, definitely not lap-friendly. The only way to really use this wheel is to place it 
on the edge of a table and sit behind it. The wheel is anchored by four teeny suction cups. and tends to slide 
about if leaned on with too much weight. The pedals also tend to move around when you step оп them: youve got 
to make sure that youre stepping straight down onto them or they'll squirt right out from underneath 


you. 

All and all, the Dual Force wheel is a decent unit with no real drawbacks. Plus, it's one of the first wheels 
| to utilize force feedback. Serious driving nuts cant live without their wheels, but quite frankly, this 

unit may be just too much clutter for the average TV room environment where most PlayStations live. 
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THE TOOLS OF THE TRADE: CODES, HINTS & TIPS о PE] 
Spot next to Ken). there should now be a picture of 
Dan where the empty spot was before. 

UMA: At the Character Select screen, move the 
у curser to the very top left hand corner (the empty 

б d Spot next to Ryu). There should now be a picture of 

Each month we'll pick the best codé mel OPTIONS A I Akuma where the empty spot was before. 
sent in by our loyal and intelligent readers Ө ^ а OI 
“д 


I When you ib to select the character you want. 
to customize, press 4* on the D-pad and a picture of 
Den will appear. 


and send that person а brand spankin' 
new copy of ASCII's hot new point, and 


click ART game for the PlayStation, 
ock Tower or, if figitings your thing, e) £n. SE. A: When you go to select the character you 
t: zy ¢ (you decide). But € HOUSE want to customize, press on the D-pad and a 
а Dec SEL f D: 
wait That's not all f you act now, we =. = сн шс 
ESS үс су эшн Сары җш #ALID PASSEORT | 
ар pleasure, & С. - A RUNG] TUB SRE 
ssues of the best, — 5 + 
‚шоу. dedicated P! EAT: At the beginning of Rascal, go to 
епт of Sie ui) “Key”. Enter “HOUSE”. Go back to Start/Options. 3 « 
528 Y Start your game. Push L1, L2, R1 + R2 to choose d - 
That's a lot of cool stuff for just à code; where you warpl 
what are you waiting for? Code submitted by К.С. Carroll 
Congratulations and thanks go to this 
month's winners, 
| were the sickest kids on the planet 
this month — the ones with the ultra- 
violent instincts required to find this 
carnage bonus in Grand Theft, Auto. 


ry first scene, if you jump from the high 
platform and break the top of the wooden tree 
Stump and fall in, collect your second Gobbo. Exit 
out and you're credited again with your third Gobbo 
which was actually Gobbo #1, so by the end of the 
level, if you collect all of the remaining Gobbos, you 
will end up with 7 and not the normal 6. 
Code submitted by Crystal Burrell 


LIVES: At the beginning of the game, 
get the extra life o on top of the fountain, then pause 
the game and check your status, then unpause the ي‎ == 
game and there should be another extra Ше there. 
Keep doing this for unlimited extra lives. (Note: 
sometimes you have to get off the fountain to get 
the extra life.) 
We found a fun and easy way to earn big Code submitted by Ian Faber 
bucks without playing missions. Just start the 
game normally, except enter the “all levels” 
code (CAPRICE). Select any level you like (we 
found either of the San Andreas levels work 
well). Then, set out to find the joggers in the 
orange suites and white helmuts. Once you 
find them, get in your car, wait until they all 
get in a straight line and run over the whole 
lot of them one after another as fast as you 
can. If one gets away you have to try again 
with a fresh batch. If done 
GORANGA! will appear and you'll get 125,000 
points! More joggers will appear afterwards 
somewhere else near you. 


CORP RICE vey Sf эру эңе сал antec: The Only рео not. 
LEX 


(aa an Cy Gy (a) 


Code submitted by Terence Jones 


I At the Character Select screen, move the 
curser to the very top right hand corner (the empty 


НАМЕ: 
RIPLEY 


ELLEN 


DUE SOON. 


Amen 


THE GAME 


©1998 Twentieth Century Fox Film Corporation. All Rights Reserved. 
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Е UND: After defeating an 
oppenent, press START to Hee hitting them. 
MA: At the Character Select screen, press 
to on anyone in the top row and Akuma will appear. 
U} At the Character Select 
screen, highlight Chun-Li and hold SELECT for five 
seconds before choosing her. 
: Beat the game on the 

Баг mode, then go to the VS. Mode and go to 
Akuma. Hold SELECT for five seconds and press any 
button. 

/ : On the Mode Select screen (Ryu 
shaking SR in the background), quickly press (8), 

. If done correctly, the Option Screen 
appears. There is an option that turns Original Mode 
on in VS. Mode. The only way to play the original 
game is to pick opposite of the 2nd player. 


Drill: puri * High Punch 

Shoulder Cannon: ### + Medium Kick 
Shockwave: *St& + Punch 

Mace: **$ + Punch 

Dash: * + 3 Punch or press €. 

Code submitted by Erik Vaklinov 


ium 
т\ш! 
TI 


"69 Jefferson 


Xaceept Aback Omain menu 


То enter the following passwords, select Options 


1063 
m }OOCFSEC 0063 from the Main Menu Screen. Chose Game Status and 
Blaster *-300CF5ED 006: 
Е qom Boo, Е m un then press © for the passcode. 
te Camera 2: EE 1 DDEN VEHICLES: WMNNWLHTSCUOLH 
Ec Healt B ++801Е2Р5Е SOFA ONST ;ELS: MONSTER WHEELS 


..3000291А 0064 JE y 3: DEADLY MISSILE 
Я фо RS: REDUCE_GRAVITY 
Г CIBILITY: I. WILL NOT. DIE 
БА} Р 5 AS YOU: SAME_CHARACTER 
BEC. '8 0000 SIVE ОРРС ITS: HARDES 
UE Bigite | Е Accompany ‘Active О. О HNEMEES IN-ARGADE мор 60 ЕВ 


4947 Fire Machine Guns 
wy Fire Machine Guns Е 
¥44 Fire Machine Guns 


494 Fire Machine ар 
Code submitted by Duane “The CodeMaster” Cash 


Enter name at the Free Agent Creator screen. 
3 : Big Heads 
C : Long Necks 
Big О 
TINY TOM: Tiny Characters 
0 ICKEY: Long Monkey Arms 
Code submitted by ‘Terence Jones 


At the main menu, choose Single or Multiplayer 
Mode, then choose your type of race. When you get 
to the Name Entry screen, enter any of these 
names: 
0 Tiny Boats 
Huge Heads 
: Big Motors 
Longer Boats 
: Super Fast Boats 
LE: Turbo Power-Ups sprinkled about 

At the Main Menu, choose the Password Option and 
enter one of these codes: 
CUP: Championship Mode 

Slalom Course 

Mines Level 

Hidden Monohull Boats 

Minnow-level Catamarans 

KE: Pike-level Catamarans 

Barracude-level Catamarans 

Code submitted by Jesse Haray 


Send ай code УБЕ to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: d3@ 
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Here's the story: “300 AD. The world is no longer 
controlled by humans, but by nine supercomputers whose 
superior intelligence long ago surpassed their creators. They 
have acquired many of the characteristics of humankind, 
including the emotions of fear, hatred, happiness, and even 
boredom. To combat their apathy, the supercomputers now ««x 
entertain themselves with the most honorable and dangerous 

of human customs: racing. Their drive for victory compels them % 

to build super-sophisticated cars that mimic earth's most fearsome | 
creatures. Each vehicle can use ultra-powerful weapons to y Ze ] 
pulverize opponents on the many treacherous courses. Humans 

can only aspire from afar. As the supercomputers race track 
after track, their quest for adrenaline-splashed thrills becomes 
all-encompassing. Now victory alone is not enough!” Not the 
most inspired of plots, but who needs a reason to race anyway? 

Ubi Soffs $.C.A.R.S is the latest racing addition to the 
crowded PlayStation library. While, admittedly, its a standard 
combat racing title, there are some really unique features as 
well as high-production values that make it stand out against 
the pack. The first thing you'll notice is the integrity of the 
graphics engine. The designers, Vivid Image, have gone to 
painstaking lengths to create a detailed, ultra-colorful, super- 
smooth 3D engine with little-to-no polygon break-up or draw- 
in. In addition, they've added an array of brilliant special 
effects, such as light sourcing and the use of 3D animated 
objects. 

Besides Sony's Rally Cross and Vivid's own Street Racer, 
S.C.A.R.S is one of the only games that allows from two to 
four-player simultaneous racing via split-screen and а multi- 
- tap. This four-player mode is the best we've seen with little 
Ж. detail and frame rate lost in the transition. 

Г Some of the other features S.C.A.R.S offers are nine tracks 
With various time and weather effects (day, night, rain, snow, 
etc.), nine playable cars, different modes of play — Challenge, 
Time Trial, Head-to-Head, Combat — Dual Shock and analog 
support, and a great Al model that monitors the player's 
performance and will adjust accordingly. 
We received a reviewable version of S.C.A.R.S 
just as we were going to press. It will most likely 

be available by the time you are reading 


this. We will feature the review in next y” 


month's issue, but we can say that this 
is a quality title that will appeal to fans 
of both Mario Kart and Wipeout-style 
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Its a grim world where your razor sharp claws slaughter the weak. Where your voodoo spells incinerate your enemies. 
Where S your mind masters devious puzzles. Welcome to Akuji the Heartless”. 
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With each consecutive sequel of Crash Bandicoot, | think to myself, "there's no way 
that Naughty Dog is going to be able to improve this game from the last.” The first Crash 
was a graphic revolution for the PlayStation. In terms of the quality art and graphics, it 
was easily heads-and-shoulders above anything else at the time. The second Crash was a 
great evolution from the first, with a better camera system, even more elaborate graphical 
effects, new gameplay ideas and moves, and even more levels. While Crash 2: Cortex Strikes 
Back definitely had its share of problems (ho-hum endings, easy bosses, uneven difficulty) 
it was definitely a step forward for the series. With Crash Bandicoot 3: Warped, the 
friendly and talented guys, gal (and one labrador) at Naughty Dog, with the help of Mark 
Cerny, from Universal Interactive, have taken the game to an entirely new level. Not only 
are there even more visual enhancements, new moves and gameplay elements working 
off of the last, but this time there are three new 3D engines in the game, two characters to 
control, and a new time trial system. 
= _ Before | get too far ahead of myself, lets take a look at the stuff that's been tweaked, 
Cu) re-worked and generally improved since last November. First off, Mark Mothersbaugh 
Su. Ke, with Musica Mutata (formerly of Devo) has been brought back, once again, to do the 
Ww kooky Crash soundtrack. His music has definitely helped create the whacky atmosphere 
of the series (I find myself still humming the theme from the Hog Wild level of the first). There 
are also new “vehicle” levels, where both Crash and now his sister Coco, ride animals 
and machines. Although there are some vehicle levels like the other others in the series — 
where you basically have to steer, jump and generally maneuver your way through an obsto- 
cle course of baddies, pitfalls and hazards — there are also “controllable” vehicles found 
throughout various levels, such as a cute little dino that hatches from an egg 
and an underwater submersible that shoots torpedoes. 
| The new moves in Crash's repertoire include a sprint, super body slam, dou- 
M ble jump, ond the ability to wield a fruit-launching bazooka. These moves 
| aren't just given to the player from the start. Instead, they will be granted 
# with each beaten boss. This adds a new gameplay element, as you will have 
|. одо back to certain levels and use your new-found skills in order to get all of 
the boxes, gems, crystals and relics (we'll get to those in а minute). 
The graphics, again, have been overhauled and show off some impressive new effects, such 
as shadows under the characters and objects, splashes and reflections, and wider, more 
open environments. 
The most impressive new feature of Crash 3 is the addition of the new 3D 
levels that show off, once and for all, that 
Naughty Dog can do free-roaming 3D with- V 
out any loss of the high-quality visuals we've EL FEE | 
come to expect from them. The three new f ега 
engines are comprised of Coco Jet Skiing, 7 GY E 
Crash riding a Hog (Mortorcylce, that is) and U 


both Crash and Coco taking to the skies in crazy aerial dogfights, \ 1 77 
a la Time Pilot. Each of these new engines are strikingly beautiful, — |. m 
showing off a bevy of technical features, such as software z-buffer- “у See 


ing and advanced particle effects. The Jet Ski levels, in particular, have м e 
the most realistic water effects ever seen on the PlayStation, ^ Г g 
iving ће №645 Wave Race a run for its money. А. _ à 
The last new addition is the Relic collectibles. f , N S № ` 
These can be obtained only after you have Z m P A 
initially completed a level. The next time you ÈS ie SS «С 09 
до back to ће level, there will be a clock f =, 4 T 
icon waiting for you at the start. Once you EN ا‎ 
spin the clock, a timer keeps track of how \\ 5 == A 
long it takes for you to get through the level. ===> à 
Beat the levels fastest times (they will be pre-set Ж J 
in advance) and you will be rewarded with a relic. 


There are four for each level (bronze, silver, gold and platinum} 

and you will have to get all four in order to get a special ending. Your best 
times сап be saved to memory card and add a whole new competition com- 
ponent to the game. We've been constantly trying to shave off milliseconds 
here at our offices for bragging rights on some of the driving levels. 

In case you were wondering, Crash is fighting Dr. Neo Cortex once again, 


= бы although we find out that Cortex is working for someone much more sinister, 
“an Uka Uka, the evil brother of Aku Aku, Crash's friendly witch doctor buddy. 
К = Crash Bandicoot 3: Warped will be out this November and will, no doubt, 


be yet another huge success for Naughty Dog, Universal, Sony and the 
PlayStation. Look in next month issue for the review... 
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“Tiny Tank's effects are some of the most 
impressive seen on a PlayStation... 


the game itself is a technical wonder" 
-Next Generation 


TINY 


NK 


ГА 


In the future, evil robot warriors have driven mankind underground. And it's | THE ADORABLE KILLING MACHINE 


up to Tiny Tank to save the World. Sure he’s small, but he's no wuss. He's got enough fire power to start 


WWIIL..and he's trigger happy. Sesbringing his enemies down to his level and annihilating their pathetic 


=. 


robot asses is а cinch. But whatever you do, don't call him Tiny. He may aim higher than your knee caps. 


www.tinytank.com www.mgminte: 


с. All Rights Reserved. Created by AndNow LLC. Software Background Technology 1997-98 Appaloosa Interactive, Inc. Distributed by MGM Home Eni 
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software 
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А, reported in last month's EXNEWS, Disney/Pixar’s upcoming CG-animated film, 
"A Bug's Life,” is being developed into a free-roaming 3D, action/adventure 
PlayStation game by none other than Travelers Tales (Mickey Mania, Sonic R, 
Sonic 3D Blast, Rascal) and will be published in the US by Sony Computer 
Entertainment America. 

In what is definitely seen as a rarity in this video game industry, the game 
is scheduled to ship simultaneously with the release of the film this Thanksgiving. 
We've been sitting around the Dimension Publishing offices trying to come up with 
another movie-licensed title that actually was on-sale at the same time the movie 
was released in theaters and have been hard-pressed to come up with even 
one. (Disney/Virgin’s Hercules was the closest we could get). In the end, whether 
or not A Bug's Life will be delayed remains to be seen but, judging by the playable 

і | version we received, the game already looks great and is pretty far along in its 
| development cycle. 

Li Following along the lines of the movie, A Bug's Life revolves around an unlike- 

ly ant hero by the name of Flik. It will be Flik's job to navigate through strange new 

environments, recruit a band of “warrior” bugs, ready the ant colony for an 
epic battle, defeat Hopper, the tyrannical grasshopper, and ultimately save the 

Queen and colony — no small feat, especially for an ant! 

A Bug's Life will focus around Flik and his interaction with фе mammoth envi- 
ronments he lives in. In each level, Flik will face a number of different adversaries, 
such as grasshoppers, mosquitoes, flies, cockroaches, grubs and giant birds, to 
name just a few. His only weapons; a variety of berries which he can hurl at his 
enemies and the old, faithful "butt bounce" we've come to know and love. ОЁ 
course, as you'll see in the movie, Flik cannot rely solely on pure brawn to save 
the day. More often than not, players will be challenged to use their dexterity and 
ingenuity to find ways in which to defeat enemies and avoid obstacles. This is 
played-out by finding and interacting with seeds which are strewn about each 
and every level. All the levels in the game hold the potential to become living gar- 
dens. A seed is a tangible object which can be picked up, carried and even thrown. 
By finding one of the seeds and experimenting with different colored tokens (which 
. are also located throughout the levels), the player can grow various power-ups, 
га platforms and weapons. This game mechanic will be critical to Flik's success, 

1 and players will have to learn to "mix-and-match" different tokens with seeds to 

1 discover the right formula for each par- 

ticular obstacle. For example, say there's 

a power-up too high in the air to nab. 

By mixing a green token with a seed, 

you'll grow a platform plant that takes 

the shape of a tall leaf. The leaf itself is 
too tall to jump up to so you'll have to 
find another seed, place it next to the 
platform and this time grow a mushroom. 

The mushroom acts as a trampoline which 

will propel you onto the tall leaf. While 


this is nothing revolutionary in terms of basic gameplay, it — 
does add an amount of strategy and puzzle solving to the typ- EXCLUSIVE e Page 3 
ical 3D adventure. 

Travelers Tales is known for their lush graphics and amazing tech- — ges ——- mmy 
nology, but faltering a bit when it comes to delivering air-tight gameplay — | i 
(witness Rascal). With A Bug's Life, they've once again delivered a qual- 
ity graphic engine, running in high-resolution at high frame rates, and 
the game could be just as good. We'll reserve our comments with the 
review, but we can already tell they're pointed in the right direction. 

With Crash 3, Spyro the Dragon and MediEvil all due out before 
Christmas, Sony alone has a crowded 3D action/adventure category. 
Hopefully, gamers won't be too overwhelmed by the number of choices 
that will be out there and A Bug's Life won't get squashed underneath the 
pack. We'll definitely have more on this potential hit in the next few issues. 


Flash flood warnings аге in full effect as 
ASC prepares to get gamers all wet with Dead in 
the Water. Let's get the inevitable comparisons 
out of the way right off the bat and we promise not 
to mention to the following titles anymore; Twisted 
Metal series, Vigilante 8 and the upcoming Rogue 
Trip. What separates DITW from the 
aforementioned titles is the fact that it is all water- 
based, features a racing mode and seems to have 
a lot more of a comedic edge to it. 
Created along the banks of the mighty Pacific Ocean 
by Player One, DITW has the look and feel of what we have 
come to expect from 3rd generation PlayStation games. 
The game offers up a choice of Battle or Race modes. The 
Battle mode will pit four boats against one another in a kill- 
or-be-killed scenario. As for the race mode, picture Noah 
meets Wipeout — racing around the courses and proving 
you've got the speed and finesse it takes to be the best. 

Single Missions or Season Campaigns will be offered 
in both battle or race modes. After each stage, cash is eamed 
and can be used to make your ship totallly kick ass. There are 
some pretty nifty upgrades you can add, in addition to the 
standard stuff (better engines, quicker acceleration, stronger 
armor, etc.), such as fuzzy dice, pimp-o-matic seats, and 
an 8-track player — rock on Jefferson Airplane! 

Right off the bat, it’s obvious that there has been a 
tremendous amount of effort put forth to make the game as 
realistic as a water-based 3D combat racing game can be. 
There is a full-on 3D water environment — meaning it’s got 
great graphics that keep it afloat — transparent water, waves, 
and wakes make the boats react with uncanny life-like precision. 
There are 10 bizarre tracks that range from the Grand 
Canyon to Loch Ness to the Arctic and, as you zip your 
boat through the courses, you'll note that all of the 
surroundings are interactive and can be used to your 
advantage. There is a two-player mode as well, so 
you can take on your friends right in your living 
room (add a Super Soaker and you have all the 
ingredients for the ultimate DITW experience). 

As of now, each character definitely has their 


own style and attitude. Take officer J.B. Nightstick for 
4% | 
b 


instance, he holds the world record for doughnut-eating 
while loading a shotgun. And one dude you surely will 
not want to mess with is Mr. Smooth himself, Ebony Justice! 
"Better get the hell back cause Justice is gonna smoke them 


DIE EUN 


“Devil Dice is a puzzle 
game that eclipses even Tetris.” 


-GameFan 


A High-Speed 3D Multi-Player Puzzle Game for the PlayStation. Game Console 


°з 9004 Sex 1rion0 1000 
3 


srer 


cL 
m PlayStation 
TOTALLY ADDICTIVE GAMEPLAY OVER 1000 PUZZLES TO SOLVE UP TO 5 PLAYERS IN MULTIPLAYER e 


Product names mentioned herein are trademarks or registered trademarks of their respective owners. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Devil Dice is a trademark of THO Inc. ©1996 SCEI. Al rights reserved. 
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Developed by Dreamworks 
Interactive, T’ai Fu isa free-roaming, 
3D action/fighting game that has been 
developed with a huge amount of thought 
and detail given to its backstory. Set in the lush 
setting of ancient China, this character-based 
action-fighting game thrusts players in the role 
of T'ai, the lone survivor of the Tiger Clan. 
Blamed for the savage murder of the Panda 


né q 
| мә ® 
Monks, T'ai must master the fighting styles 

of numerous Chinese animal clans in order 


J s to defeat the Dragon Master and restore 
h balance to the ancient Chinese world. 
We. | 4 `` Laying claim as the first Sn 
B PA ri B, ( \ PlayStation game to meld free- AN 
s unique features that could make this а ^ 
: potential hit come Christmas. Expect richly 
detailed graphics combined with seamless 
animation — Dreamworks has converted 
its “on-rails” Lost World engine into go-almost- 
anywhere 3D, while still making use of its | 
J / 
[| 


gameplay, T'ai Fu offers а host of 


“Morph-X Technology” which interpolates 

animation in-between frames as well as 

showcasing compelling cinematic sequences, *, 
stunning lighting and particle effects. The ^N 
action will be non-stop and fast paced 

— you'll have to battle your way through 

20 intense levels of beautifully animated, y, 4, 
interactive environments while learning a x 
variety of Kung-Fu-style moves, such as the Pounce Attack, 
the Crane Hover and the Monkey Roll. There are also special 
power-ups and Chi power to master — including fire, earth 
and lightening Chi, which you'll have to gain and ultimately 
master in order to defeat deadly foes and bosses. 

If there is one thing that stands out on this title at 
this point, its the amazing attention to detail that has been 
applied to every given thing. Dreamworks is definitely 
showing its roots, developing a game with high production 
values, amazing art, a great-looking graphic 

engine and a storyline that could just as easily 
be a major animated picture as it is a 
PlayStation video game. T'ai Fu is scheduled 
to ship this Fall. 


roaming action with fighting/adventure „К 


Tenchu, developed by Sony Music 
Entertainment of Japan, originally released 
overseas about six months ago and caught 

the eye of many import gamers. Set in 
historic Japan, this 3rd-person ninja game 
challenges players to use stealth, strategy 
and fighting skills in order to defeat the 
mysterious Prince of Darkness. In the game, 
would-be ninjas have an arsenal of 16 
weapons from which to choose, including 
throwing stars, knives, smoke bombs, poisoned rice cakes and grappling hooks, 
which they can use to help them penetrate their environments, escape detection 
and decimate their enemies — most of the time dismembering their enemies 
with huge splashes of gore. Expect ten unique, fully explorable environments 
— including forests, dungeons and towns populated by plenty of aggressive, 
high-poly, motion-captured enemies. Your character (you can choose between 
the male warrior, Rikimaru or femme-fatale, Ayame) has the ability to creep, 
soft-step, hug walls, hide in the shadows and wall-climb, Players are ultimately 
rewarded for making it through the levels by not being detected and will have 
to use every bit of their ninja training if they wish to survive. With the anticipation 
for Konami's Metal Gear Solid, Tenchu’s similar game mechanics апа its unique 
setting and theme should make it a popular game when it’s 

SF gf ы released this Fall. 


и Spectacular 


Shooter.” орм 


P 


www.thq.com 


С. Darius 91998 Тай C Qibaration. THO TM 1998 THQ INC. PlayStation and.PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 


20 ways И < т 
A merciless Non ч all-new, Weapons: - 


SER 


im, E E 
BlasLthe: past: in, me y West 
The Dark Ages, and Imperial Rome! 


п Sudden Death on al sixes.si-28 
single-player and two-player massive он ER 


“It 0010065 Tomb Raider On 


so a ми [^S i 


- = Не 


= 


Travel through йб în an at-new NUKEM frag-TeS LeXcIUSITEIy for me AER gamé console, 
In this revolutionary third-person shooter Duke annihilates ancient ROME, conquers the Dark Ages, tames the Wild West © 
and lights up L.A., proving once more that the only good alien is a dead one! With a colossal arsenal of high-tech, 
all-new weapons and more Nukem attitude and humor than ever before, TIME TO KILL'oives you more of what you crave. 
More hard-core action! More exploration! More shooter mayhem! More of the King of Carnage! 
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Available in September at your local retailer. 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS. 
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As stated earlier, Apocalypse has had 
its share of difficulties in the past. This title 
started out with a lot of hype and hoopla then 
quickly went nowhere fast. Whether is was 
due to an over-ambitious design team or due 
to the fact that having an artificial NPC (non- 
player-charader) as your back-up is too taxing 
on the PS hardware, we'll never know. In any 
event, that doesn’t matter anymore, because 
Activision called in Neversoft, the coders 
responsible for translating Shiny's МОК from 
PC to PlayStation, to pick up the pieces and 
bring it back from the dead. The result is 
astounding to say the least, and promises to 
offer gamers an action-packed 3D shooter 
crammed full of special effects. Gone is the 
whole “virtual buddy” theme; you now take 
control of Bruce as Trey Kincade in a global 

where stopping the end of the world 
is the goal. 

As the pistol-packing Kincade, players 
enter a dark, violent future where science and 
religion have become competing pillars of 
society, each offering their own version of 
salvation. A false prophet known only as the 
Reverend corrupts stolen nanotechnology to 
bring into being the Four Horsemen of the 
Apocalypse. Now, players must stop them at 
all costs and save mankind from mass 
destruction. 

Apocalypse will, no doubt, be compared 
to games like ASC's One or Konami's Contra 
titles, with its non-stop shooting action and 
crazy pyrotechnics at every corner. Already, 
the control feels right-on — especially with the 
analog sticks. Controlling a lot like Robotron 
or Smash TV, the left stick (or D-pad) is used 
for maneuvering while the right stick (or buttons) 
is used to fire in any direction, delivering a 
tight and easy-to-control experience. 

Apocalypse will feature data-streaming 
off the CD, tons of intense levels, a wide 
assortment of deadly weapons, such as flame 
throwers and homing missiles, one-liners 
delivered by Mr. Willis himself (a la Gex), and 


tons of hard-core shooting action. 


THE FIFTH ELEMENT 


The Fifth Element is Kalisto's follow-up to Nightmare Creatures, utilizing an upgraded version of that graphic engine. Playing a litle bit like a 3D adventure, a little bit ike 
а shooter and a littl bit like a fighting game, The Fifth Element should impress fans of these genres while appealing to fans of the movie. In the game, you get the opportunity to 
take control of both Leeloo, the nubile, genetically perfect woman and Korben Dallas, an ex-military officer who's currently driving a flying cab through futuristic Manhattan. 
Both characters can run, jump, crouch, plunge, roll and kick their way through 23 explorable levels (while wielding an assortment of lethal weapons), solving tough puzzles along 
the way. The game follows the film's original story and features crystal-clear cut-scenes from the motion picture. Again, The Fifth Element will be shipping this Fall. 


ACTIVISION CLASSICS 


If you're in the age group of 20 or older, then you might have fond memories of sitfing in front of your Zenith, grappling with 
a stiff piece of plastic, and playing games where high-score was the only objective and you had to use your imagination to fill in 
between the blocky pixels that were know as graphics on the Atari 2600. Well, if you own a PlayStation, now's your chance to 
walk down memory lane and relive your adolescent experiences once again. 

Spinning it as “30 games for 30 bucks”, Activision has taken 30 of their most popular 2600 games (as well as Imagic’s) and 
have combined them onto one comprehensive CD. Here's the list; Atlantis, Boxing, Dragster, Fishing Derby, Frost Bite, Hero, Kaboom, 
Loserblast, Pitfall, Pro Wrestling, River Raid 2, Skiing, Spider Fighter, Star Master, Barn Storming, Chopper Command, Dolphin, 
Enduro, Freeway, Grand Prix, Hockey, Keystone Capers, Megamania, Plaque Attack, River Raid, Sea Quest, Sky Jinkx, Stampede 
and Tennis. In addition, there will be interviews with Activision insiders from the time, such as David Crane (the creator of Pitfall) 
and the like. Activision Classics will be available this Fall. 


Pool Hustler is a true-to-life pool sim set in the back-alley world of pool hustling. Featuring numerous gameplay options and 
realistic physics, the game will challenge players to hone their shooting skills while hustling each competitor out of as much money 
as possible — in order to advance to the next city with the ultimate goal to become known as a notorious pool shark. Expect а 
variety of gameplay modes, including: Story, Practice, Trick Shot and Two-Player, with an additional five different game rules: 8-ball, 
9-ball, 14.1 Continuous, Rotation and Bowlliards. There's also an intuitive wagering interface, a wide array of characters to 
compete against, a great 3D graphics engine that lets you pan, zoom and display the table in both 2D and 3D perspectives, and an 
amazing physics engine that allows players to incorporate english, backspin, Masse and jumping. Pool Hustler will be available... Fall! 


тиш = JOE 
Г OPTIONS »| 
Солити» = 


№ ЕИ 


EENI 


Unleash the power of Fire Blast and 50 Choose your allies well. Gain experience Release the di s inside...transform into 
other spectacular magic spells. and master the skills needed to survive in many different forms, each with unique 
this epic 3-D world. special abilities. 
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E The lone ® rvivor of Z ome dragon di», > rebellious youth. 
| ч embarks on а great journey, One of discovery...and danger 

== An inner power of uncertain origin forces Ryu to become а 
bat: “warrior. Unwillingly driven by this power, the youn ero is led down 
7 <a path to discover his history. What lies there is shrouded in mystery... 


27 yet strangely familiar. < Er -e de RE ET) 
>. Now you possess the power to control his destiny...and yours. 
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Bomberman World marks the debut of the first 

Bomberman game for the PlayStation. Having been 

on just about every gaming system since the NES 
came around (heck, there was even a Virtual Boy 
Bomberman game). Its about time Hudson (the developers) finally got around to producing 
one for the beloved PlayStation. While the core, classic Bomberman game mechanics 
have been left untouched, there are a host of new improvements/features 
that are tailored specifically for the PS. Expect Dual Shock compatability, 
up to five players simultaneously in Battle Mode via the Multi-Tap, over 
20 power-ups and special vehicles, seven new characters from which 
|| to choose (along with Bomberman) in Vs. mode, Story mode, complete 
(| with bosses, and ten different multi-player maps that can be played 
4 in a variety of modes, such as Single, Tag Team and Maniac. Bomberman 
World will be available in September. 
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Here's a bizarre little title with an even more bizarre name — Eggs 
of Steel. Developed by Rythm & Hues (the special effects shop behind 
the Academy Award-winning special effexts of the movie, Babel. , 
This 2 and-a-half D action/platform game puts players in the role 
of Charlie, one factory-working, wholesome egg. It seems there's a whole bushel of trouble 
brewin’ at the factory and Charlie’s got to put a stop to it before he gets fired. 
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Luckily he's got is his trusty wrench — hefty enough to put a crack into just about g A 

anyone's noggin and can be used to throw switches and help him out of potentially Pin v ` 
yoke-threatening situations. Featuring pre-rendered characters and = і \ 
Pandemonium!-like camera angles, Eggs of Steel will be available in November. pos 


Available in Japan for some time now, Guilty Gear is set to give 
Capcom — the undisputed champions of 2D fighting games — a 
run for their money. Developed by Team Neo Blood, this 2D fighter 
/ sports unbelievably fluid animation, suprisingly solid fighting 
: Е € x mechanics and non-stop special effects at an alarmingly fost 
Ж р frome rate. The story revolves around the quest for a warrior 

U i L 1 б F AR Who will be able to defend the world against the threat of 
= ап evil and powerful rebel by the name of “Justice”. By just 
playing the game for a few minutes, its easy to tell that Capcom 
x (SF, Darkstalkers, X-Men) and SNK (King of Fighters, Samurai Shodown) 
must be the major influences behind this title. The animation alone outdoes 
most of the 2D fighting games on the PlayStation and the fighting is so fast and furious, 
that you have to be on your toes if you want to stay one step ahead of your opponent. 
Atlus is currently working on the localization process and will have the game ready 
for release before Christmas. 
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Automercenaries! Remember, 
on your shoulders ride the hopes of 


all those too poor to afford a real 


vacation. Next time you pick up a 
vacationer, look him in the eyes as 


of 


) his hard-earne 
cash and you'll see the gratitude, 
the hope and the sheer stupidity of 
one desperate enough 
to risk his life for a 
photo-opportunity. 


Treasure that moment. 


It's being a thrill f : ihi 
killing, road-rioting К mm 
madman is all about E p 
Keep оп truckin’ GREETINGS Гео 
AREA GI ae 


Thou Shalt Drive Like A Righteous Mad Bastard A 
So Sayeth the Lord. 
Ө 


When Was the Last Time a Tourist Hit н.у hv ate 


Your Window at 92 mph? Мы ке 


Ejectulation — out flies your 


tourist and before you know it 
everyone's got little bits of 
Hawaian shirt and entrails 

all over the windshield. 

No problem. Whip out a 


40 ounce bottle of ever-loving 


SPLATTER-X 


Windshield Cleaner and, hey 


presto...the future's so bright 


you gotta wear shades. 


AUTOMERCS ON-LINE 


On the road? Get on-line for weekly cheat codes, the latest updates, 
screen shots, hints and tips (better than a road map) and killer 


r Е 
f Ё N D F р Ё | I Y D F р kontests. Go to www.roguetrip.com for the lowdown on all the low life. 


What the well-arn ar 
(and how to get more bang for 


NEED A HINT? (£^) 1-900-CALL-2GT 
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From the million selling 
developer of car combat 


“What's more important- 
the name or the mer M Ln 


A DIFFERENT KIND OF CAR. A DIFFERENT KIND OF DRIVER. 


AVAILABLE AT YOUR LOCAL RETAIL STORE 


ORDER DIRECT AT STORE.GTINTERACTIVE.COM OR CALL 1 800 610-GTIS 
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www.gtinteractive.com 
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If you're an RPG/strategy maniac, then thank your lucky 
stars there's Atlus, as they are bringing you yet another Playstation 
exclusive called Bringandine. Originally developed by newcomers, 
Hearty Robin, for distribution in Japan, Atlus scooped up the title 
and is preparing it for a November release. Bringandine promises 
to bring together the best elements of Ogre Battle and Dragon 
Force and deliver the definitive fantasy tactical simulation. The 
game features fully polygonal 3D battle scenes, realistic-looking, 
proportional-sized characters, over 30-plus hours of gameplay 
for each of five selectable characters, multiple class changes 
— even for monster characters, and the ability to participate 
in side quests to enhance the story and gain special items. 


By the time you're reading this, Trap Gunner should already be- 
available on store shelves. Please see our EXRated section this issue 
for the full review. In the meantime, here’s a brief rundown on this 
refeshingly unique and different arcade-style, action/strategy game: 
The object of Trap Gunner is simple — destroy your opponent. This is 
done through the meticulous placement of traps, or the simple, old- 
fashioned way of punching or shooting them. Combat takes place in 
an arena viewed from a top-down 3D perspective. In the game, you 
have the ability to pick-up, carry and place a variety of traps, such as 
bombs, pits, poison gas, and a device which tosses an enemy in a chosen 
direction. There are other weapons, health, speed bursts, and shield 
power-ups that also appear randomly throughout. The key to success 
is setting your traps in such a way that they inflict the most damage 
when triggered. Trap Gunner features two-player split-screen action, 
sharp, 3D graphics and a unique playing experience that will appeal 
to many different gaming tastes. 
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The long-running Bomberman series has become the stuff of legends for those that have 
been playing video games for the past ten years. To date, PlayStation owners have been sadly 
Pasi 
ПА 


Bomberman-deficient, with ће next-gen Bomberman games showing up on ће N64 and 
Saturn. Thankfully, Hudson got around to developing not one, but two different Bomberman 
LT titles for the PS in Japan, and Atlus has had the good sense to pick them up sg 

and deliver them to our shores this Fall. While Bomberman Fantasy Race hosn't been officially announced as an 
Atlus fille, they are currently in final negotiations with Hudson Soft and are confident that it will be one of their holiday 2 
line-up. Fantasy Race still has the intrinsic Bomberman gameplay element — throwing bombs at your opponents 
— except he's doing it while racing against them riding atop wild animals. This Mario Kart-style game will feature 
seven fantasy tracks, 12 different animal vehicles, two player splil-scréen racing, a wagering system where you 
con clean out your friend's piggy bank and use the money to purchase over 15 wacky power-ups, hidden paths 
and shortcuts on every track, and Dual Shock analog support. As soon as it’s official, we'll definitely have more 
information for you. 
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à Could you give us and our readers the background story 4 
™ to Vengeance and how it fits in ће Colony Wars universe? E 


KE: Colony Wars: Vengeance is set approximately 100 
years after the original Colony Wars, which were won by 
the League of the Free Worlds. Unable to win the war out- 


right, the League was forced to close the Sol warphole, | For CW:V we've been able to add a lot of new features 
imprisoning and condemning its inhabitants. For a long time, which I think will see the game stand on its own feet and not 
civil жог raged as the populace of Sol fought over what just be labelled as a sequel for fans of the original. As well 
—— D. омар Navy wos pena d as the sub-orbital landscape missions, we've added a craft 
anarchy ruled. That was until Kron came to power. He uni ۰ upgrade system, new characters, new weapons functionality, 
the warring factions through their common haired of the League. * weak spots on enemy battleships and Sentinel creatures to 
Now, half a decade after his emergence, the warphole is about 8 name a few... 
to be reopened, and the new, reformed Navy are about to | 
exact bitter vengeance. We were wondering how you felt about some of your 
i | competitors’ products which look and play a lot like the Colony 
What were the major stumbling blocks when you started Wars filles. Do you see this as flattering or a bit of an annoyance? 
out creating the original Colony Wars? Was the second an | * 
easier transition or did you run into a new set of obstacles? (E: Well, they say that imitation is the greatest form of 
flattery! | think its healthy to have competition, as it keeps you 
: l'd not really say that there were any real stumbling h on your toes, although | don't really think there is an enormous 
creative challenges, At the time of conception, - ‘amount of competition out there. 
tons weren't any PlayStation space games on the market, e 
so Colony Wars was kind of unique. There also wasn't much ls there more left to do? What we mean by that is do 
that we could assess as being the benchmark, as the PC tiles you feel you've tapped-out the genre you've created or are 
tended to be more serious sims than we wanted to produce. there plans for the Colony Wars franchise with more sequels 


With СМУ there wasn't really any kind of transitional period, in the future? 

os approximately half the team was coming straight from fev 

the first project and into the next, To those people, its felt like _ MIKE: There's always more that you can do, Whether its 
designing a great new feature, implementing something you 


one long project with its own set of challenges. | 
| didn’t have time to do, or squeezing a little more out of the 
There's no argument that the original Colony Wars was | hardware. As to whether there will be another Colony Wars 
a graphic masterpiece, really showing off what the PlayStation | : game? Who knows? Right now everyone is just concerned on | 
was still capable of. Could you touch on some of the technology Ж ЕШШ ensuring CW. is as good as it can be. 
that has gone into it and the sequel? ] 


KE: One of the first things the team did was look at where | 
we could tighten up and optimize every рай of the game and | 
processes/systems we used to implement it. We spent some | 
time trying out some really cool stuff, such as the landscapes, 
animating ship parts etc. and listened to the feedback we 
received about the original game. Technology-wise, we used | 
pretty much the same equipment (Soft Image and PC's 
downloading to the target machine) and expanded on our 
tools set. A lot of time was spent increasing the number of 
instruction tasks that are used in our custom editor, which 
offered us greater flexibility when building missions. 
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In terms of gameplay, what are some of the main 
differences between the original and this year's sequel? We've 
seen some of the planet-based missions and were completely 
blown away. 


PLAYSTATION’ 


No 


purchase 
necessary. Void 

where prohibited. ا‎ 
Just send your name, — “D atic ua e scl 
age, address and phone ECE 1G А д 
number (e-mail optional) on a 3 x 5 » if & ZA em 


card to: The Kagero Demo CD Giveaway, c/o: 
Dimension Publishing, 1175 Chess Drive, Suite E, Foster City, CA 94404, and we'll send you a Kagero: 


Deception Il Demo CD! It's that easy! Allow 4-6 weeks for delivery. Incomplete, illegible or damaged 
cards will not be accepted. Offer valid while supplies last. (E-mail to: mpw@ quake.net) ТЕСТО 


Kagero: Deception ИТМ © Тесто, Inc. Тесто is a registered trademark of Tecmo, Inc. PlayStation and the PlayStaion logo are registered 
trademarks of Sony Computer Entertainment Inc. 


The meek 
may inherit 
the earth, 
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BLITZ ©1998 Midway Games Inc. All rights reserved. BLITZ and MIDWAY are trademarks of, PP. Te 
and logos are trademarks of the teams indicated. The NFL shield, Super Bowl and Pro В; А, ака tbi 
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trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the 3-D “N” logo are trademarks Nintendo of Amet 
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Power-ups enable true arcade play. 


Jumbo-size players. 


In-your-face tackles. 


— — sacks. 


a long-range passing. 


Catch-me-if-you-can speed. 
» BASED ON THE #1 Arcane Hir! 
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i [ne hype fór Konami 5 Metai Gear Solid: started welt 
over a year ago when the game was first debuted, 
by video tape, to the gaming masses at the Electronic 


Entertainment Expo; The gaming press took what they ~ ` 


^. saw displayed on that video tape and set the hype- 
machine rolling at à frenetic pace. While some :: 
remained skeptical, showing concern as to whether.. 
. the gameplay would match the visuals that were initially 
displayed, most of us were more than convinced, our 
‚ fears put-to rest, when we finally received a chance 
to pick up а Dual Shock and put Solid Snake through ` 
“his paces at this year's ЕЗ, 
Let's get this out of the way right now... Yes, we "know. 
Metal Gear has graced the cover of just about every 
. Other video game magazine available in one way or. · 
another but, rightly so. The game is positioned to be 
one of the “must-have” PlayStation titles this year and 
brings merit to the fact. that there is still juice left 


inside the 32-bit wonder. In fact, Sony is so sure of MG's ^." 


guaranteed success, they've partnered: - with Konami 
in regards to helping them market the title (Sony does 
this from time-to-time, with games such as Namco’s 
Tekken 3. See July's ЕЗ News for more information). . 
While Konami has been-keeping the game "close to 
their vest”; only allowing little snippets of "one level 
here and one boss there" to be shown and screen- 
captured to the various publications, we actually were 
able to log some playing-time, between the 
demonstration we were given in our offices and the . 
two-level demo that was distributed in the Japanese 
gaming magazine “Famitsu Wave.” This article is based 

`` оп our initial impressions. - т 
Having quality time with MGS (which basically means. 
‘being away from the throngs of showgoers who are: : 
impatiently standing behind you wanting to get a chance 
to play), brings a whole different feeling to thegame. + 
When | first played.it at the Tokyo Game Show last < 
April; | felt it was going to be an action/adventure -* 
combined with this very cool “stealth” game mechanic. ` 
While that still remains true, it turns out that it сал. ~ 
be also categorized: aş an interactive cinematic. > : 
adventure. In fact, the game unfolds like a Tom Clancy 


novel, with all conser plot dud and. twists at every: j 


` corner, There are something like two-and-a-half hours 
of full motion animation; which is basically scripted 
cut-scenes using the in-game graphics rather than 
going the pre-rendered CG route. These scenes are. 
“filmed” with a variety of dramatic camera angles 
and include voice-over dialog, adding to the feeling 
that you're taking part in а‘стетабс story. In fact, 
there are so many cut-scenes that the finished game. 
will span two CDs. 


Another feature we discovered, which really Чон i 


off the designers’ ingenuity, is the clever use of the 
Dual Shock feature found in the new analog pads. The 
vibration, which has typically been used for standard 


stuff such as explosions, the rumbling of car engines, > 


getting hit by an enemy or going off the side of the 
road in a racing game, has been put to use in MGS 
їп a few unique and clever ways. Part of the game's 
plot-line involves characters mysteriously keting over, 
`: their hearts racing, and invariably dropping dead. The 
beating of the heart, which starts out slowly then 
speeds up to an alarming pace, is portrayed through 
the pad's jolts and vibrations, which is altogether kind 
of creepy — in a cool way. 
Some of the other mind-boggling details of the game 
stem from the Artificial Intelligence of the enemies. 
Get anywhere near their "cone of vision” and a 
question mark.will appear over their head — wondering 
if they saw something out of the corner of theireye. 
That's your cue, of course, to hightail it out of there 
before they discover you. Enemies will also come 


running if they hear gunfire and will even alert other. - 


guards of your presence. If you want:to lure an enemy 
-away from your goal as a diversionary tactic; just 
knock on a wall or object. If they are in hearing range; 
they will come to check it out. Enemies will even 
follow your footprints, if discovered. You can actually 
Crawl over them, rubbing them out with your chest 
in the process. 
Here's a brief. recap of the storyline as told'by Konami 
themselves: Metal Gear Solid revolves around Solid 
Snake, a retired member of the Foxhound Special 


EZ 


SNAKE 

After successful oper- 
ations in Zanzibar and 
Outer Heaven, he 
retired from active 
service in Foxhound. 
Hastily called back to 
action, he reluctantly 
agrees to infiltrate the 
base and neutralize 
the threat posed by 
his former comrades. 


MERYL 


SILVERBURGH 
Ап “army-brat”, Meryl 
has always wanted to 
be a soldier. Her first 
posting is to Shadow 
Moses island. One of 
the few loyal soldiers 
remaining on that 
base, she offers to 
help Snake take the 
terrorists down. 


A mysterious cyborg 
ninja. Is he a friend or 
foe? Was he ever 
human; if so, how 
much humanity can. 
remain when encased 
in a skin of high ten- 
sile alloy and plastic? 


DR. NAOMI 
Medical Chief at the 
Foxhound training 
center, Dr. Naomi aids 
Snake via satellite. 
Her expertise in biolo- 
gy and chemistry. 
should prove invalu- 
able to the mission. 


LIQUID 
SNAKE 

Liquid is the leader of 
the rogue Foxhound 
team. Details about 
his past are as vague. 
as Snake's, but опе 


| thing is for sure — he 


| is Snake's equal in 
| every respect. Should 
| they ever тее! as foes 
the outcome will be 
explosive. 


PSYCHO 
MANTIS 


| Mantis is the end 
result of a classified 


Soviet genetics exper- 
~ iment. The full extent 


of his abilities are 
unknown; though 
telekinesis is rumored 
to be one of them. 
Without doubt, a 


SNIPER WOLF 
A genius female 
sniper, trained be the 
British Army's elite 
Gurkhas, Her ability 


to remain motionless | 


almost indefinitely 


enables her to hide in | 


the most unlikely of 
places. She hits what- 
| ever she shoots at, 

| | guaranteeing a kill. 


| 
БИ - 


for the Russian Police 
Shock Battalion after 
the break-up of the 
Soviet Union. He 
joined Foxhound soon 
after and has become. 
Liquid Snake's right- 
hand man. 


VULCAN 
RAVEN 

He is Foxhounds 
heavy weapons spe- 
cialist. With a mixed 


heritage of Inuit and 


Alaskan Indian, he can { 
withstand extremes 
of cold that would kill | 
anormal тап. This, 
and his enhanced 

, make him a |- 
formidable adversary. 
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, Forces. Code named d aie Seals, Foxhound is the. - 
~~ designation for a high-tech special ops group: founded - 
1 he ee local rebellions, terrorists 
ing: 


pt as ae profile as possible. : 
- The "Metal Gear” are highly-mobile mechanized tanks; 
` designed in the early 21st Century, as а government ` 


- black ops project. Piloted by a single soldier, they 


<. can be inserted into military hotzones at а moment’s 
“notice. Their greatest strength is also their greatest 
threat in the gai Г 
> гғапве nuclear missiles. They are stored 
Я aat Shadow Moses Island off th оа! of 


In the early 21st Century -F 

. underwent gene therapy in’ an e fot to produce à 
~ enhanced soldiers. Their motives in occupying the 

Alaskan base have not been made clear Their demands, ` 

“however, аге: comply with all Foxhound's orders (not 

` yet stated) or subject the world to nuclear winter. - 


- Іп the game, Snake is called back into action — this À 
i time to fight his former Foxhound comrades who have : ` : 


-seized the Alaskan nuclear Wéapons storage facility. 


of their abilities and tactics, ae is the perfect man 
. to infiltrate the 


` You'll start the game With not a isle Weapon and. 
limited equipment, This forces you to learn the stealth : 
tactics required to progress through: the game's many. 
levels. However, dan’t fret, there's деу of oe 


14 po at least à week of | quality’ tin 4 


| time. Metal Gear will most likely be one of those "sleep- | 


| robbers” that will Keep you playing well into the р 


dawn hours and take away any semblance of social life: : 07 


you might have had. Konami promises to deliver a 


Jn a land far, far = PS Extreme creajed 
j ‚ We hope, 


a place 5000 wonder 
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és Excursions leaving every 3 nanoseconds... 
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AL PROJECT PRANTASMA 


The Armored Core series has met with critical suc- 
cess with each iteration. The retail success hasn’t been 
quite as stellar, but healthy none the less. ASCII will 
be bringing out the next installment in the form of 
Project Phantasma. This time around, you are a mem- 
ber of a mercenary organization known as the Ravens 
who offer up their Mechs for sale to the highest bid- 
der. You then use the cashola you’ve earned to upgrade 
your mech with some bitchin’ aftermarket parts. There 
are 17 new missions, ranging from infiltrating enemy 
establishments to rescuing captured prisoners. As you 
accomplish your assigned tasks, you work your way 
up the ranks of the top 50 Mechs. You will also have 
the ability to fight any of the other mechs in one of 
13 different arenas and watch a very cool replay from 
multiple different camera angles. And, not to be out- 
done, you can import your old mechs from the first 
Armored Core with a memory card. 


CLOCK TOWER It 


Last Christmas, ASCII brought out a very cool title 
called Clock Tower, yet another very unique Japanese 
title brought to the US by the good folks at ASCII. It 
got a little lost in the fourth quarter onslaught of 
PlayStation titles, but was highly regarded by all who 
were lucky enough to experience it. If you missed the 
original, the sequel, Clock Tower II: The Struggle Within, 
will be released later this year. The basic gist is that 
you take control of a character with a split person- 
ality, in search of answers to the game of life. Like last 
years versions, it’s a fight against time with some pret- 
ty bizarre enemies — in an attempt to fend off the 
grim reaper. There are 13 different endings, all with 
enough built in horror to keep you from the inevitable 
next Holloween sequel. Look for a complete review 
next month. 


GLOBAL DOMINATION 


Getting a little tired of the Command and Conquer series? 
WarGames not what you thought it would be? Psygnosis may 
have the answer for you. Global Domination, a new strate- 
&y/arcade combat style game, is due out this Fall. A real time 
based strategy game, Global Domination looks to chart new 
territory in this tried and true market. You must defend your- 
self against 55 different nuclear enabled territories in an all 
out battle for the ultimate prize, Global Domination. You have 
the choice to play in one of many different scenarios that 
should test your strategy skills to the fullest. The folks at 
Psygnosis are touting the game as a “Risk meets Missile 
Command” type of affair. If they deliver on that promise, 
count us in. We'll let you know in the next issue. 
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TOMB RAIDER III 


Honestly, we know we've shown screens shots of Eidos' 
Tomb Raider III: The Adventures of Lara Croft in just 
about every issue for the last three months, but the 
game warrants the coverage. It's no secret that we're 
huge fans of the series (we've lived and breathed each 
game through writing the official strategy guides — 
watch out for the third this November) and with every 
new build that comes through our offices, our antic- 
ipation for Lara's third adventure grows. These new 
Shots show off some of the different levels you'll 
encounter, as well as the brilliant high-resolution 
graphics and lighting effects. One of the most notable 
differences between this version and the previous 
Tomb Raider's, is that the exploding mess of blocky 
pixels that usually appear when you get too close to 
walls or objects has all but disappeared. There are all 
sorts of new graphical touches as well, such as Lara's 
icy breath in the Antar levels and transparent 
waterfalls in South America. We were also given а 
demonstration of t} w enemy AI іп the game. In 
one instance, as Lara approaches а new room, the 
camera sweeps forward to show a guard standing post 
at a door. If Lara doesn't want to be detected, she can 
crawl along a small avoiding detection, stop and 
peek through a hc the guard until he turns 
his head in the other direction, then scoot her way up 
and over while he’s not looking. While maybe not on 
par with the stealth of Metal Gear Solid, this new 
game mechanic is going to be a welcome addition to 
an already incredible game. Some of the new enemies 
are also now in, but w n't spoil the surprises 
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LEMMINGS COLLECTION 
Those little, green, no-thinking machines are back! 


Yes folks, for those of you that just can’t get enough, 
Psygnosis is bringing back those addictive little lem- 
mings in an attractively priced package. These gray 
matter-challenged video game legends have been 
responsible for putting a lot of coin into Psygnosis’ 
pockets over the years — having sold over 3.5 mil- 
lion units over the past seven years. Both the origi- 
nal “Lemmings” and the sequel, “Oh No, More 


Lemmings” are included, for an estimated street price 
of $24.99. Between the two games, players will face 
809 challenging levels, where the primary goal is 
to give them the opportunity to stay alive and face 
the next level. It's not that these lemmings have sui- 
cidal tendencies, they are just incredibly stupid. It 
is your job to function as their brain — are you up 
to it? Look for the Lemmings value pack to hit retail 
in time for the holiday season. 


SMALL SOLDIERS 


‚ Small Soldiers is Dreamworks Interactive’s PlayStation 
adaptation of the computer animated film. The title is pub- 
lished by Electronic Arts — a company, for as large as it 
is (as of this writing, they have just acquired Westwood 
Studios and Virgin Interactive... can you say “corporate 
bloat?”), that has long been seeking a hit in the console 
action game arena. The game will feature 15 levels of 
gameplay, plus five additional bonus levels — all available 
for exploration in realtime 3D. Both single player and two 
player action is supported and there are 16 different char- 
acters that you can play as or fight against. In addition, 
the game features 10 different weapons, including hom- 
ing and explosive projectiles, continuous beams and short 
range energy weapons. Although the movie didn’t quite 
live up to the hype, the game looked decent at E3 — look 
for our review in the November issue, and for the game 
to be available at retail about the same time. 


DRAGONSEEDS 


On the heels of Monster Rancher, Tecmo’s successful niche 
breeding game, comes Jaleco’s entry to the mix; “Dragonseeds: 
The Final Evolution.” Much like MR, players will be able to 
breed their own thoroughbred Dragon and then pit it in 
battle against another. But, instead of using a CD to create 
a randomly generated monster, Dragonseeds takes the infor- 
mation in which to create a Dragon from any PS memory 
card with data from any game. There will be a ton of dif- 
ferent dragons to create, and once they’ve been bred and are 
in shape for combat, they can be equipped with over 50 
different weapons and 40 different shields. The fighting is 
executed in the traditional RPG battle-style, where you input 
up to two commands at once then watch the action. 
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MONKEY HERG 


Take #'8 next entry into the PlayStation market will 
be a Zelda-ish action/RPG by the name of “Monkey 
Hero.” Developed by newcomer, Blam, Monkey Hero 
chronicles the adventures of a little monkey who was 
created by magic and destined to be a hero. In Monkey 
Hero’s universe, there exist three worlds; the Dream 
World, the Waking World and the Nightmare World 


- m opum p 
Each world was supposed to remain in balance, serv- — : op o ? 17 | ] 
ing its purpose in the lives of all creatures. But, of k j ўт 

course, this balance was destroyed when the forces и d LL 


of the Nightmare World decided to capture the dream 
spirits of the children of the Waking World. Monkey 
is the Waking World's only hope and it i 
to embark on a grand quest and rest 
before it’s too late. In order to restor 
you will not only have to seek out and find 5- 
ing chapters to the Magic Story Book, but you will also 
have to defeat all of the Nightmare Lords wt 
to destroy the Waking Wo The pages are 
out haphazardly throughout the land and you 
to explore every castle, dungeon and cave in order to 
find them all. There are plenty of puzzles, r 
cent of Zelda, which you'll have to solve along 
For example, in some areas, you’ re to push a 
block off one level down to the next. The block lands 
on a switch that you couldn't get to because it was too 
high to reach. And, in true RPG fashion, there will be 
tons of secret and hidden items to uncover. Monkey 
will be able to wield a range of weapons, from a 
staff and spears to dynamite and combat tak 
in real time. Monkey Hero is currently set for Oc 


a 


p 


PlayStation 


© 1998 Atlus. Trap Gunner is a trademark of Atlus. АП rights reserved. Licensed by Sony Computer Entertainment America for Ud with the PlayStation game cOASbIe. PlayStation and to PlayStation 1785 Sf (ridatiarks of Sony Computer Entertainment Inc. 
The ratings icon is à trademark of the Interactive Digital Software Associaton, Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE T ad U.S. AND FOREIGN PATENTS PENDING- 
1 


„ә 


aj. = —2 
UPRISING X 
THE 3DO CO. • DECEMBER 
As featured in the past few issues of PSExtreme, 


SDO's Uprising X is war in the future, where play- 
ers can command armies of troops, tanks, gunships 
and bombers — while fighting alongside them in bat- 
tlefields of the future. You are put in the driver's 
seat of the "Wraith" — a high-tech assault tank that 
Serves as a mobile command center on the battle- 
field. You must build your home base of operations, 
then deploy а number of futuristic AI units, includ- 


ACCOLADE • JANUARY 


Accolade’s classic “Star Control" series is about to 
get a major facelift — as the strategy game eschews 
its "think first and shoot much later (if ever)" 
approach for an all-out arcade, space assault that 
promises adrenaline-filled action from the time you 
open the jewel case. *Star Con" features 3D polygo- 
nal fighters and carriers moving through a very 
detailed 3D outer-space environment. The player can 
choose from one of a number of races and fight 
his/her way up the ranks as a pilot opposing the 
other alien alliances. As you progress through the 
&ame, you will have the ability to upgrade ships, earn 
promotions and battle rival alliances. Star Con also 
features two player, split-screen play — both coop- 
erative and competitive. Look for Star Con to go head- 
to-head with Psygnosis' “Colony Wars: Vengeance" 
this fall. 


ing; citadels, infantry, tanks, AAV gunships, bombers 
and satellite weaponry. Uprising X will display 
130,000 polygons on screen at any given time, with 
level information streaming straight off of the CD. 
In addition, the game supports the Dual Shock con- 
trol pad and features 360 degree surround sound. 
The game is currently scheduled for a late November 
release — look for our review in the December issue 
of PSExtreme. 


RUG RATS 
THQ • OCTOBER 


It had to happen sooner or later. The PlayStation has definite- 
ly gone mass market (or at least THQ hopes so) when you 
see a game like Rug Rats heading to a retailer near you. In case 
you've been sleeping in a cave for the last few years, Rug 
Rats is a long-running animated series on Nickelodeon that looks 
at life from the perspective of a toddler. The PlayStation game 
is a third-person action/adventure title that gives the player 
the opportunity to be their favorite Rug Rat in a quest for Reptar 
(their favorite dinosaur). The 20 levels are based on actual 
episodes from the cartoon series and places the player in a vari- 
ety of different 3D situations; miniature golf, treasure collect- 
ing, etc. Due to release the same time as the movie, look for a 
review in December. Chuckeeeeeeece! 
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SPORTS CAR RACING 


THE REAL CARS 


BMW МЗ. Panoz Esperante GTR-1. сш Corvette 
Saleen Mustang. And more. 


THEREAL TRACKS 
Laguna Seca Raceway. Sebring International Raceway: 
Sears Point Raceway. Las Vegas Motor Speedway. Road Atlanta. 
And more of the best all-American tracks competed on 
for over 45 years. 


THE REAL FEEL 
Maximize your racing experience with performance upgrades 
and authentic modifications. Throw a turbo in your stock car 
and leave the competition in the dust. Ultra-fine physics and 
handling intensifies the action. 


THE REAL CHALLENGE 
8-player simultaneous multiplay and superior 
A.I. based on world-class racers. 


THE REAL EXCITEMENT 


Dangerous sprints and treacherous endurance 
events with extreme weather and track conditions. 
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PUBLISHED BY SONY — DEVELOPED BY INSOMMAC/UNIVERSAL 


After beating “Spyro” and playing it a num- 
ber of times since, I feel that I have become inti- 
mately aware of every minute detail and nuance 
in the game. While there will be а number of 
action/platform titles vying for your atten- 
tion this holiday season, none offer the 
unique experience of flight that is at 
the core of the Spyro experience. 


While the game does require 
Spyro to engage in combat, using * 
moves that include; fire-breathing, shoulder-charging, gliding (and 

using either of the previous moves at the same time) and rolling, 
the enemies are not what makes the game go. In fact, for the most 
part, they are easy to deal with. What separates Spyro from 
the pack is his battle against the game’s environments — specif- 
ically his jumping ability. There are levels in the game that are 

so cleverly designed as to require the player to plot a jump- 

ing strategy that ends up mentally (and, on-screen, physi- 
cally) taking you back to the beginning of the level. These 
jumps are complicated by the fact that, with the exception of 

the bonus flying levels, Spyro can’t fly — he’s too young and 
hasn't quite figured it out yet. Spyro must make use of super- 
charge ramps that give him an extra burst of speed and use 

his shoulder-charge move while tearing down the ramp — 

only to have to execute a jump and glide move at the end 

to get extra height and distance — this is no kiddy fare! 


The story involves Gnasty Gnorc and his entrapment of 
all of the adult dragons in Spyro’s world. All of the old peo- 
ple have been encased in crystal and Spyro must save them 
all as he draws ever closer to Gnasty’s World. Along the 
way, Spyro must also collect dragon eggs and gems — both 
required if you want to see the later levels of the game and, 
believe me, you do. Get everything and an extra level is your 
prize. 

Speaking of levels, Spyro is made up of six different worlds, 
each featuring six levels (including the “Home” level in each world 
— а playable map level that contains the portals into the other 
levels in that world). The graphic themes change slightly in each level 
within a world, and change completely as you move from world to world. 

And the levels are huge! As I said, I know every square inch of this game 

— where all of the gems , thieves (they carry the dragon eggs, you have 
to hit them to get them), enemies and secrets are, exactly how to beat the 
level in the least amount of time possible, etc. It still takes me an hour per 
world to play this game. Multiply this number by a factor of 10-15 and you have 
an idea of just how many hours of gameplay await. 
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Then, we have the graphics and music. The development team at Insomniac have created a 
graphic engine that displays tons of polygons, at speedy frame rates, with beautiful color and 
| texture. As many times as I have played each and every one of the game's levels, I am still amazed 
at just how beautiful the game is, and how long the sight lines are — with none of the irritating 
polygon “pop-up” that you would expect from a game featuring horizon lines that are WAY off in 
the distance. Not to mention the camera system, which should now become the industry standard 
(it’s even better (and faster) than the camera system found in GEX: Enter the Gecko). Spyro, the 
character, is also extremely detailed, as are the enemies. Hach level has its own unique bad 
guys — with clever/amusing animations and play mechanics, and bright, colorful art, and the 
level design is simply among the best that PlayStation A/P games have to offer. 


Musically, the soundtrack has been supplied by Stewart Copeland, the drummer from the 
Police (obviously, he plays other instruments). The tracks are consistent in that they produce a pastoral 
feeling, in perfect complement to the fanciful nature of the game’s graphics — and, yet, they seem 
to retain a modern instrumental flavor to them — kind of techno for the Renaissance period. Spyro's 
voice I can either take or leave, but the music is stellar, as are the enemy sound effects. 


As great and unique as Spyro is, I do have a few quibbles. Because the levels and worlds are 
so large, collecting gems gets tedious after awhile. It would have been nice to have a little variety 
— or take the opposite approach and make the gems a little more scarce and hard to find. Also, 
there are a few jumps in one of the levels found in the “Peace Keepers” world where, if you miss, 
some fairies will come out and save you, taking you back to land. But, in the “Tree Tops” 
level in the “Beast Makers” world, there is one jump where the difficulty defies description 
— but there is nothing, and no one, to save your hide. It seems like a little better game bal- 
ance would have been in order. In addition, there are a few things that aren’t explained very 
well within the game. For example: There are balloonists that are responsible for taking 
Spyro from world to world, once he has satisfied their travel requirements (proper number 
of dragon eggs/crystal dragons/gems acquired). The problem is, unless you go back and 
visit the balloonist(s) a second time, you wouldn’t realize that you can go back and forth 
among the worlds to which you've gained access. These are, admittedly, small problems 

that come from the fact that I have spent A LOT of time with this game. 


If Walt Disney were alive today, I believe that he would draw inspiration for “Fantasyland” 
from Spyro. The hallmark of any great video game is that it gives the player a world 
that is rich and worth experiencing. Just look at the truly great games of the recent 
past; Tomb Raider, Resident Evil, Crash Bandicoot, Mario 64, to name a few, and you'll real- 
ize that this is what they all have in common: We enjoy being part of their world(s). 
Spyro is worthy of inclusion on this list. Every September, you can count on Sony deliver- 

ing a jewel to celebrate the anniversary of the launch of our beloved PlayStation and 

- Spyro stands as testimony to just how strong the PlayStation 
marketplace is in 1998, and just how bright the future of 
999 and beyond. 
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TEAM LOSt RC RACER 


PUBLISHED BY FOX INTERACTIVE — DEVELOPED BY GREMLIN 


I’ve been waiting a long time for a 
reviewable version of this game. When 
I first laid eyes on it six months ago, it 
was the most impressive thing I'd seen 
to date. Fox sent us an early beta 
version and I was blown away. I 
pushed to give the game extra 
coverage and got Greg to ask 
for an interview with the 
developers and helped come 
up with questions. I loved the bouncy feel of the cars, 
the striking similarity in control to real RC Cars... it 
was a blast to just race the little things around and 
bang into walls. 


With real remote control cars, the novelty of play- 
ing wears off after a few hours of chasing your pets 
around the backyard, and the batteries wear out 
too soon. There’s only so much you can do in your 
backyard... maybe set up a few jumps and a few 
of your sister’s dolls to run over. Boredom sets in 
quickly. Imagine taking away those limitations. 
What if you could race as long as you wanted, with 
as many different types of cars as you could ever 
want — driving along beaches, through miniature 
cities, surreal landscapes, through tunnels, over 
huge jumps, sheer cliffs, etc... It’s all yours now, 
courtesy of the Fox Interactive and your 
PlayStation — via “Team Losi RC Racer!” 


RC Racer is fast. Real fast. But is it fun? 

Gremlin has created a fantastic engine. The levels 
are lush, detailed, and fast, albeit a bit small. Nearly 
everything one could imagine wanting to do with 
a RC car is possible, and then some. There's two 
modes of play: The Challenge Modes and Time Trial 
Mode, with two difficulties for the Challenge Mode 
aptly named, "Challenge 1" and "Challenge 8." 
Challenge 2 consists of the same tracks as 1, just hard- 
er. (You are, however, able to access more secret tracks 
whilst playing Challenge 2.) The object in Challenge Mode 
is to win races. The RC universe is divided up into four 

hubs." For the most part, you must get gold in every track 
in a hub to go to the next. You'll earn faster/better cars after 
almost every hub in Challenge 1. 


The Time Trial mode isn't really there for time trials, rather, 
it's a mode where you can take your sweet time exploring the tracks 
to find all the secret areas and figure out what power-ups are needed 
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to get the goodies. I found it best to whip 
through Challenge 1 first, then go to 
Time Trial mode to find some swanky 
fresh cars to go on to beat Challenge 
8. After conquering Challenge 2, it’s 
back to Time Trial mode to find all the 
remaining secret areas in the game. 
Usually lots of secrets are a good thing but, in this case, I think they've 
gone a little too far. Half the cars in the game are hidden, and all the really cool 
tracks — ones that are actually little action/platform levels, are also hidden. 
Well... actually, they're not really "hidden"... most of the "warps" are in plain 
view. It's just a matter of getting the right power-ups to gain access to them. This is 
something that I started to dread after a while. It because tedious to loop around 
the track umpteen times, many times having to restart, just to hit the power- 
ups in the right order, only to open a shortcut that doesn’t really get you that 
far ahead of the competition. I wish they would have just made all of the tracks 


available, perhaps as another “hub” and maybe leave one or two levels and a few 
super cars as secrets. 


I also find that the tracks are too easy to beat. I whipped through both chal- 
lenge modes in about two hours. On top of that, the car/camera is some- 
times too squirrely. Usually, the only time Га lose a race is because I hit a 
jump the wrong way and flipped the car. This, in itself, wouldn’t be such a 
bad thing, but the camera tends to fly around every which way. You can’t 
tell which way is up anymore, or if you're going forwards or backwards. 
That’s not the type of difficulty one can appreciate. The challenge in a game 
should be in beating your opponents by finding the best route through 
the track, or grabbing the better power-ups — not by getting so disori- 
ented that you don’t know which direction to go. This was after hours of 
playing the game. 


Since the time I first laid hands on RC Racer, I've almost become spoiled 
by the quality of more recent racing games. Programmers are finding the 
tricks to do fast, pretty games. Cranking out the high frame rates with 
good level of detail has become commonplace. Now that RC Racer is final- 
ly in a reviewable state, and I've played several versions of the game, 

I'm no longer as impressed as I first was but, even with RC Racer’s few 
drawbacks, there’s no denying that it’s a blast to play and you’ll definite- 

= ly have many hours of fun zipping around the 
tracks. I feel it’s a worthy purchase, but still 
leaves one with the feeling that it could have | 
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When I heard that a 3D Batman game was in the works, I had 


mixed reactions. On the one 


out some awful games based upon popular licenses. On the other 


hand, the developer was able to 
in the past, so I was hopeful. 
There Finally Justice 
the answer is: Not yet. 


Batman & Robin i: 
spective, involving expl 
ving, and primarily fighting. ТЇ 


Ivy. Clues are obtained by defe: 
Gotham City. When pieced toge 
aid of the Batcomputer, these 
location where the vi 
amount of time to reach your 
the crime once there. 


As a huge Batman fan, I really wanted to like this game. 


or the Dark Knight?" Unfortunately, 


5 presented from a third-person per- 
oration with puzzle solving, some dri- 
he goal is simple — you have 
three "days" to thwart the plans of Mr. Freeze and Poison 
ating enemies and exploring 


ains will strike. You have a limited 
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PUBLISHED BY ACCLAIM — DEVELOPED BY PROBE 
Riddle me this: Why is it so difficult to make 
a good videogame based upon a superhero? Some 
of the lowest ratings we have ever given have 
gone to comic book titles. For the most part, 
these have been uninspired 2D side-scrolling 
fighting games. On those occasions that 
a superhero game has ventured 
into 3D, the fighting portion has 
not blended well with the strate- 
gy/exploration aspects. 
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hand, the publisher has churned 


make great games out of movies 
Back in March, we asked: "Is 


ther and analyzed with the 
clues point you to the next 


destination and to prevent 


I hoped to talk about how we 


the feeling of exploring Gotham City. I wanted to mention 


that the designers included all 
a pop culture icon — costumes, 


I could discuss the details of the locales — among them a muse- 


um, chemical plant, botanical 


I was hoping to praise the various CG scenes and music taken 
directly from the film. All of these things are important secondary 
elements, but gameplay is the primary concern. Unfortunately, 
in this area the game is fundamentally flawed. 


Cameras have always been the bane (pun intended) of 3D explo- 
ration games, and Batman & Robin is no exception. Instead of the cam- 


era, following behind you at all 
and pans around. The design 


the programmers captured 


the things that make Batman 
villains, vehicles, and gadgets. 


garden and abandoned subway. 


times, it often cuts to a stationary position 
of the cramped buildings and narrow city 


streets makes for some disorienting moments. The camera just never appears 


where you need it to be and it: 


5 placement makes no sense. For example, upon 


entering a room where enemies await, the camera suddenly focuses on you. All you 


can see is the room you left b 


ehind and your face-which quickly gets pummeled by 
E zy zi v. 
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even had to fight enemies totally obscured by 
a door. 


As another example, there is a sequence early in the game (which is unfortunately repeat- 
ed later) in which you have to carefully jump across three holes that open up suddenly in 
the floor. Yet, the camera doesn't allow you to see the holes at all, even if you look directly 
at them! The "look" button itself is pretty much useless for maneuvering purposes because 
it "zooms in" upon walls and cannot be used while moving. Frankly, the camera difficulties in 
this game are so bad that they nearly make the entire game unplayable. 


Assuming that you can actually get past this major flaw, there are other problems. Fighting 
is at the core of Batman & Robin, and yet the game is not quick to respond to your input. It 
feels as if your character is always one move behind the buttons. In addition, it is difficult to 
tell when you are close enough to make contact. While the main characters are nicely rendered, the goons 
who you spend most of your time fighting with are blocky looking. Overall, the fighting ani- 
mation is pretty good — your character can roll and block kicks or punches. Each character 
has their own moves, and there is also some nice cape gliding animation. However, overall, the 
animation is somewhat choppy — as your hero climbs stairs or gets out of a pool he (or 
she) appears to "jump" from one position to another. 


Finally, if you are able to forgive the rough animation, the control takes some time to get 
used to. There are two modes to toggle between — a detective mode and a fighting mode. In 
the detective mode, you are able to push buttons, throw weapons, use power ups, and jump/glide. 
In the fighting mode, the same buttons allow for punches, kicks, and blocks. While fighting 
you cannot press the buttons necessary to progress through the level. At the same time, 
while solving puzzles you cannot defend yourself. Getting into air vents is a chore, and 
you'll be lucky to toss a tear gas bomb without hurting yourself instead. If the game were 
otherwise perfect, these control issues would be forgivable, but that is not the case. 


If anything, the game is too ambitious. It tries to combine exploration and puzzle- 
solving (albeit the button pushing variety) with fighting and driving. The problem is 
that, while each of these parts of the game work okay, none are outstanding and the 
camera does its best to ruin everything but the driving. With Die Hard Trilogy, Probe 
successfully combined three so-so games into one above-average package, and it 
seems they were trying to do the same thing here. Unfortunately, they did not suc- 
ceed. 


The thrill of controlling the Darknight Detective as he walks through an immense 
and detailed Gotham City cannot be underestimated. Batfans might buy this game for 
that reason alone. As for myself, I found the game to be reasonably enjoyable — once I 
got past the horrible camera placement, choppy animation, and a mediocre fighting engine. 
Unfortunately, these are huge flaws and few players 
will stick it out long enough to appreciate the rest. Batman 
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If you have a history with video games, 
then you'll recognize the name of Working 
Designs' newest overseas acquisition — 
"Thunder Force V: Perfect System". Take а 
Stroll back in time with me to the early 

'905, when George “read my lips" Bush 

was president, MJ hadn't been caught 

with the youngins’ and the 
Genesis (other than the Amiga) 
was the closest you could get 
to arcade-perfect gaming at home. During that time period, Sega, 
along with hard-core developers, Technosoft, created a series of 
popular shooters — each one consecutively raising the bar in 
terms of graphic quality, special effects and intense gameplay. 

I'd go so far as to wager that, if you owned a Genesis, you 
probably had a Thunder Force shooter in your game library. 
Around the middle of 16-bit gaming, there was an enor- 

mous glut of shooters. Due to the sheer amount that were 

put out, most people grew tired of playing them and, 
consequently, many developers looked elsewhere for their 
gameplay ideas. The Thunder Force series last great hur- 

rah was with TFIV (which was called Lightening (sic) 

Force in the US); one of my all-time favorite Genesis titles 

which still, to this day, gets a lot of play on my Nomad. 
Thankfully, enough time has passed and the shooter is 

seeing a resurgence in popularity (at least with us old- 

timers). That's where TFV comes in. Originally created 

and released in Japan for the Saturn, TFV was redesigned 

for the PlayStation and scooped-up by our risk-taking 

friends at WD. 


While there's a dramatic storyline that’s set up in the 
pre-game intro (which you can read all about in the Digital 
Viewer option), all you really need to know is to shoot at 
everything that moves or shoots back at you. Like most shoot- 
ers, Thunder Force V straps you into the cockpit of a futur- 
istic craft and sends you out alone against impossible odds. 
Like the earlier Thunder Force titles, TFV has a wide array of 
different weapons you can acquire and then power-up against 
the enemies. 


The game rarely varies from the tried-and-true shooter formula: 
Shoot down wave after wave of relentless enemies then battle the boss 
at the end of the level. What it does differently is; 1) allow you to col- 
lect up to five different upgradeable weapons and cycle through them at 
any point in the game without sacrificing the others, 2) boost your stan- 
dard weapon’s power by hitting the square button (which depletes special 
spheres of nuclear energy called “Craws” that you can collect): once the energy 
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has been depleted from your Craw, you won't be able to use it again until you either let it 
@ replenish slowly on its own or collect another to replace it, and 3) choose the order of the 
| first three levels of the game. While this option might not sound like a big deal, there defi- 
nitely is an easier order rather than taking them on in sequence. 


While the levels and enemies are, for the most part, displayed in 3D polygons, there 
is no use of 3D space, keeping the gamer constantly moving in one direction (which is not 
à necessarily a bad thing). The graphics themselves are adequate and range from inspired 
to sparse, depending on the level you're in. This is one of the things that struck me funny 
WM. about the game. The series on the Genesis seemed to push the envelope of technology, fea- 
“À turing crazy warping backgrounds, large and fantastic bosses, bigger playfields that allowed 
you to scroll down sometimes three or four screen-lengths and kick-ass music, whereas TFV 
on the PlayStation seems happy to be in second place, generally not trying to over-impress. While this 
isn’t a deterrent, and I’m sure some people will find it looks great, for me it doesn’t hold up 
to the light as well as other PS shooters, such as Einhander, G-Darius and even Working Designs’ 
own Raystorm. The sound effects, on the other hand, sound like they were sampled from the 
earlier games (again not a bad thing) and brought back memories of sitting in front of my 

TV late at night dodging wave after wave of “pellets”, until my thumb blistered from wran- 
gling with the Genesis D-pad. As far as the music goes, it’s also on the “just ok” side, mix- 
ing a little bit of techno with a little bit of metal and ending up being just a little bit memorable. 


As with 99% of the PlayStation games being released today, TF5 utilizes both the Dual 
Shock and the analog sticks. I found using the analog over the D-pad worked much bet- 
ter for me and the vibrations are great for letting you know when you've taken a hit 
(sometimes there are so many enemy “pellets” on screen, it’s hard to tell if your shields 
are taking hits). 

One of the things Working Designs should be commended for is there dedication 
to translation and localization of their products and it shows with this one. From the 
quality of the story text to the tweaked difficulty, WD has made sure that you won’t 
be finishing this title in one sitting. In addition, there are extra goodies such as a Time 
Attack mode, an automatic save feature that will keep track of your high scores and 
how much time you've logged on the game, and a Digital Viewer which displays 
beautiful high-res images of the bosses you've fought and defeated and other pieces 
of artwork (you can even set the viewer on Auto Mode and watch them displayed as 
a slide show). 


While Thunder Force V has a lot to offer, for me it doesn’t quite gel with the rest 
of the series. If you’ve never picked up a Thunder Force game and are into shooters, 
then you won't and can’t go wrong with this title. But, 
if you’re a fanatic such as myself, you might find the 
game a little on the bland side. 
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& MADDEN NFL 99 


PUBLISHED BY EA — DEVELOPED BY TIBURON ENTERTAINMENT 


Those of you that have been read- 
ing PSExtreme over the past few years 
know that I have not been a big Madden AVAILABLE: 
NFL 97/98 fan. Although last year's NOW 
game was an improvement from 
the year before, it was still lag- 
ging way behind NFL GameDay, 

7 / on the technology side, and 
ا‎ шй, Pape the gameplay was still firm- 
ly entrenched in the 16-bit 
world. The new football season brings with it all of the 
new games and Madden NFL 99 looks to atone for past 
transgressions and to go head-to-head against NFL 
GameDay 99 for the hearts and wallets of consumers. 


In fact, HA states that they are attempting to go 
after the “mass market” this year (whatever that 
means), with their “one-button” system that promis- 
es to let anyone and everyone enjoy the game of 
football. Hummm... if you're reading this maga- 
zine, consider yourself NOT a part of the mass 
market, so I won't waste your time analyzing the 
pros and cons of cruise-control football. However, 
the real big news from the EA Sports camp this 
year is that they finally have polygonal player 
animation... and it is pretty damn good. You know 
the game has a ton of features, so I won't both- 
er with that, either. Let's face it... they ALL have 
everything but the kitchen sink... а year isn't 
even close to enough time to take apart one of 
these games — before the new one is on the mar- 
ket. Let's get to the heart of the matter. 


Technologically, Madden NFL 99 is far superi- 
or to previous iterations of the title. The design team 
has successfully caught up to the GameDay group, 
in terms of moves, animation and the general look 
and feel on the gridiron. Madden has always had 
the cool intro's., good player photo's, etc. — but com- 
petitive gameplay graphics is something new for them. 

In comparing it to what I've seen in GameDay 99, the 
color palette is a little flat, but the polygon count looks 
about the same, as does the animation speed. Unfortunately, 
as has been the case in the first two games, the more graph- 
ically complex Madden becomes, the slower the game plays. 

It is not that apparent if you simply watch your players execute 

their moves, but things like the time it takes to get the team to the 

line of scrimmage, or the amount of time you spend waiting to call 
jm next play, after the previous one has been whistled dead, seems like 
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an eternity. I suspect that the game is con- 

| stantly loading off of the CD — things like 
John and Pat-isms, player pictures, etc., so 
the machine seems to be in а, constant state 
of catch-up. This slower than 30 frames per 
second speed of play makes itself known in 
«Ks E &ameplay, where hits aren't as crisp as those 
té found in GameDay 99, and the feeling of 


i ч 

RUE impact is seriously lacking. Madden 99 does 
make use of the Sony Dual Shock, but you’d 
never know it from the way the action 
occurs on the field. It is, however, still a lot better than last year. 


Madden 99 does things like make use of very nice wrap tackle animations, 
and idle animations that include the quarterback lifting his leg and setting it 
down again when calling an audible. John has much more to say than last year, 
including specific observations of player performance. The players are also bet- 
ter connected to the field this year. One of my complaints the past two years 
in Madden is that you always feel like your players are skating on ice. Not 

in Madden 99 — the game has а real solid feel to it. This new found solidi- 
ty is also apparent in player animation, where you notice just how smooth 
the transition point animation is between the torso and legs, etc. — these 

players look far more realistic than before. They’ve also toughened-up 
the computer opponent — he gets much tougher in the closing moments 
of the game. (Cheating? Yeah, but it makes for a more exciting contest!) 
The computer is also a lot more aggressive on defense and offense. Expect 
to be dumped on your tail if you repeatedly go deep. Of course, this is 
balanced out by the fact that you still catch too many balls in a crowd. 
On the other hand, the game does reward you for recognizing when your 
receiver has gained a step on his pursuing defender and he doesn’t imme- 
diately catch up and bring you down — giving you a chance to tack-on 
a few yards after the reception, if not break it all the way. 


Overall, I have to say that I am impressed with the improvements 
that Tiburon has made to the Madden franchise this year. While the game- 
play is still too soft and slow for my tastes, the gameplay improve- 
ments that they have made are noticeable, and the graphic look of the 
package is a major step forward for the series. Is it enough to get GameDay 
players to embrace the ol’ coach once more? 
No, but it IS good enough to keep Madden fans 
happy for yet another year. 
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GAMEDAY 99 


PUBLISHED BY 989 STUDIOS — DEVELOPED BY RED ZONE INTERACTIVE 


The new football season is upon us and 
- fg there have been a couple of roster changes 
COTE) for the team that has brought us the NFL 
AZ Бы GameDay series over the past few years. 
RU CS 989 Studios (formerly Sony Interactive 
stl ge pd A Nand Foe ren Studios America) is now the publish- 


meres enc pe ah rer mat a a 


тотеми Poen a nnd er of record on the franchise and 
е "zm it is now in the capable hands of @ 

Е developer Red Zone Interactive. 
Why are their hands so capa- 
ble? Well, because even though the name changes abound, they 
are the same guys that originally created GameDay, and 
they have been the developers of record for the past three 
seasons. Like fine wine, the GameDay series has aged well 
over the PlayStation’s life-cycle and “NFL GameDay 99” 
is going to blow away fans of the series. 


While the great arcade gameplay of GameDay has 
been well-established and documented for some time, it 
has always lacked a little of the overall polish for which 
EA Sports’ Madden NFL Football series has been well 
known. No longer — GameDay 99 brings it all; 
Unbelievable play-by-play and color commentary by 
МВС’з Dick Enberg and Phil Simms (with NBC losing 
AFC broadcast rights to CBS, they probably have more 
time on their hands to do stuff like this) that covers 
EVERY aspect of the game unfolding on the field, music 
during time outs, constant statistical updates during 
gameplay, clear player photo’s, an all-new play calling 
interface that is as attractive as it is easy to use, more 
detailed and colorful polygonal players and all of the 
intro’s, glue-screens and goodies that make the details of 
the game come together. 


The game’s technology has taken a big step forward. 
GameDay 99 is more colorful, more detailed and as fast as 
it has always been. New for this year is a between-play cam- 
era system that actively pans, zooms and rotates around the 
line of scrimmage, along the sidelines, at the point where 
the play is whistled dead, etc. In addition, GameDay 99 has 
all-new stadium graphics that include player specific signage and 
new player animations that offer everything from a QB hobbling 
off of the field with an injury or calling-out an audible at the line, 
to taunts and individual defensive linemen shifting their feet at the 
line of scrimmage. Although, with all of this new technology, the pro- 
&rammers still can't figure out how to correct GameDay’s most annoying 
bug — the invisible wall that keeps your ball carrier from penetrating 
past the goal line. If you have the ball in your hands before you reach the line, 
as soon as the player’s toe touches it, 
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like he just hit a semi. This bug has been present 
in every game, dating back to the original. It’s not 
that it is that big of a deal, but you get this nag- 
ging feeling that you haven't finished the play. 


As far as audio technology is concerned, 
the pairing of Enberg and Simms is good, but the 
way they are used sets a new standard. Let’s face 
it, it is hard to beat the team of Madden and 
Summerall — they are the broadcast standard by 
which all play-by-play and color teams are judged. 
With that being said, Enberg and Simms have second place locked up. You know how Avis “tries 

harder?” Well, the second place guys have done the same. While the Summerall and Madden work 
is competent and professional in Madden NFL 99, you can tell that 989 had Enberg and 
Simms for a lot more time than EA had with John and Pat. They also had completely fresh 
material and weren't counting on adding to a voice sample database. I can’t tell you 
how much the Enberg-Simms commentary brings to the game. It is relentless and infor- 
mative. They tell you about Jerry Rice’s workout routines and how he is able to get deep 
more than most receivers, they analyze player performance within the game you are 
playing, they talk about how your line is not picking up the blitz, and much, much more. 
The amazing thing is that it all comes within the flow of gameplay and all of this 
talking doesn’t slow down the game one wit. 


Gameplay-wise, not a whole lot is different from last year’s game, and that’s a 
good thing. If you’ve read my GameDay and Madden reviews over the past couple 
of seasons, the comparison that I’ve drawn, in its most basic terms, is that Madden 

had the frosting, while GameDay had the cake. GameDay’s “cake” is its standard- 
setting gameplay and control. As was the case last year, the design team has given 
us all of the sliders and tweakers that we could possibly want. You can cus- 
tomize the computer AI, game speed, etc. While Madden’s gameplay has improved, 
it’s still not anything like GameDay. It seems like the GameDay guys have spent 
the better part of this past year tuning the gameplay and making sure that the 
“Rookie” level wasn’t too difficult, while “Veteran,” “All-Pro” and “Hall of Fame” 
presented progressively more difficult challenges. 

The end result of all of this is that the 1998 season (“99” in video game years) 
will be remembered as the one where NFL GameDay delivered the ENTIRE pack- 
age. Now, you can enjoy all of the gameplay that has made the GameDay series 
А with presentation that is only rivaled by а live broadcast and a level of detail 

+ in player animation that sets а new standard. Get out 
your wallet — it’s time to play football! 
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NFL BLIT 


PUBLISHED BY MIDWAY — DEVELOPED BY MIDWAY 


For those of you that don’t frequent your 
local arcade, or those of you who have chil- 
dren and have no idea what the inside of a 
movie theater looks like, the following is a 
short description of the pleasures that 
are “NFL Blitz,” the hit arcade foot- 

D ball game from Midway. The game 
@ features no rules, fast-paced, xs 

ШШ arcade-style, seven-on-seven foot- < 

ball with three eligible receivers 
in passing plays. Emphasis is placed on hitting the other guy 
as hard as you can, with no fear of zebras and yellow flags. 
The gameplay is very straight-forward and intuitive, to the 
point where almost anyone, football fan or no, can pick up 
the game and begin playing with some success. The three 
receivers each occupy a zone on the field; left, middle or 
right. To pass, you simply point the d-pad in one of these 
three directions and let it rip. The game features a num- 
ber of moves on offense and defense, including the abil- 
ity to jump, dive, spin, shoulder charge and get some 
additional speed with the game’s turbo feature. The 
game’s emphasis is on reacting, with very little think- 
ing required. Although there are both offensive and 
defensive playbooks, they are small, by design, keep- 
ing the action flowing and the delays to a minimum. 
In fact, a case can be made that the emphasis is on 
speed in NFL Blitz, to a fault — you can’t even pause 
the game... forget any potty breaks! Although, to be fair, 
a game simply doesn’t last that long, so nature can usu- 
ally wait. 


This is Blitz — a brilliantly simple and addictive 
arcade game. But, for those of you that have been Blitz 
fans for awhile, the question on your mind(s) is “how does 
it look and play on the PlayStation?” I'm happy to say that 
my answer to that question is “tremendous.” The in-house 
design team at Atari Games/Midway has made every effort 
to ensure that the PS version is the equal of its arcade par- 
ent. While there has been a loss of graphic resolution on the 
way home, the game is great looking, fast and still extremely 
addictive. 


One of the questions that I had of Midway was how they 
were going to address the problem that plagues most arcade games 
when they come home: How do you give the player $50 worth of 
lasting playability when the arcade game gives you $0.50? With Blitz, 
this question was already, at least partially, answered. The arcade game 
design was done so that you could enter your initials and a secret code to 
unlock your performance on the machine, complete with a good array of statis- 


185-04 0 3— 
57 эе j 


RATED ¢ Page 81 


tics. And, there was a certain quest involved to 
play each and every one of the NFL teams as you 
worked your way from tier to tier. 


All of these features made it into the PS game, 
plus a little more. Although we had been hop- 
| ing that Midway would offer players a season 
| mode with a bigger playbook and deeper statis- 
| tics, such is not the case. There IS a season mode, 
with playoffs and the Super Bowl, and there are 
statistics tracked — but they are essentially 
the same eight statistics that are kept in the arcade mode — and no individual stat’s are tracked 

for players. (Although, with only a few skill players on the field, it is (at least on offense) pret- 
ty easy to figure out who's giving you the yards and points. It is also worth noting, in 
season mode, that the gameplay remains the same, but with a view toward completing 
a season. 


Technologically, it is all here. With the exception of the resolution loss mentioned 

above, the game is damn near perfect. The polygon players look great (although not as 

detailed as those found in 989 Studios’ “NFL Xtreme Football”), the announcer is just 
as into it as he is in the arcades, and the field of play is detailed. 


Judging NFL Blitz as an arcade translation is easy... the game is brilliant. But, 
things become a little less clear when looking at issues like depth and long-term play 
value for the home market. For an arcade game, it has tremendous depth — just 
not as much as the NFL sim’s (Madden, GameDay) or as its closest competitor, NFL 
Xtreme (reviewed in our August ‘98 issue). On its own, NFL Blitz offers more than 
enough arcade football to keep you busy for a few weeks in the single player game, 
and all year as a multiplayer game. If you are looking for more of the NFL 
experience in your arcade football, you may want to look at these other products. 


This does not, however, detract from what NFL Blitz is — a fast, relentless, 
addictive and fun arcade football game. If you liked the arcade game, you are 
going to be thrilled with what they’ve done with your PlayStation and, even if you 
are a dyed-in-the-wool football purist, you are going to find a lot to like. Yeah, 
there are some things that we would have liked to see — namely an instant replay 
feature, multiple camera angles, individual player awards, etc. — but these are 
the things that we are much more likely to see in a sequel. After all, if they 

shot the proverbial wad this year, what would be left to accomplish for next sea- 
son? Blitz fans rejoice, the power of PlayStation 


were has been captured and your close to arcade-perfect 
- football game is here. 
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I must admit that, of all the videogame gen- 
res, puzzles probably get the least amount of play- 
ing time at my house. Actually, I take that back — 
my wife commandeered the SNES two years або 

to play Tetris Attack and hasn't stopped since. 

But for me, very few puzzle dames have 
captured my attention. In addition, it 
somehow seems like a waste of the 
PlayStation's computing power to 
play a simple 2D puzzler instead 
of a more m 3D game. That said, I kept an open mind while play- 
ing this game and found it to be more enjoyable than expected. 


By the way, the title has nothing to do with those odd-look- 
ing dice from Dungeons and Dragons, which some misguided 
parents thought would lead to devil worship. The "devil" here is 
more of an impish character who looks like one of the Teletubbies 
(Come to think of it, perhaps the "devil" title is appropriate 
after all. Well, at least it's not Barney). In any event, you 
control this character as it walks along the top side of dice con- 
tained in a ? x ? grid. The object of the game is to clear the 
&rid of all the dice. In order to do so, you must line them up 
so that the total number of adjacent dice is equal to the num- 
ber on the top of each die. You know- three "3's" or four 
"4'5" and so on. Didn't your mother ever teach you to play 
Yahtzee? Once the appropriate number of dice are connect- 
ed, they flash and start sinking into the floor. You can create 
а chain by continuing to turn over other dice to the same num- 
ber and moving them so that they touch the sinking dice before 
they disappear. Or, in the alternative, you can make new com- 
binations elsewhere. Meanwhile, the computer continues to 
replace the dice you have just eliminated. When the grid becornes у» 
full, the game ends. a 


For those of you are wondering about the "1's," don't get 
00 far ahead of me! Obviously, you cannot line up a single die 
with itself, so in this game the "1's" are unique. Whenever you 
ine up a "1" with any other combination of dice that you just - 
put together, all the dice that have a "1" showing on top are elimi- я 
| nated at the same time. le 


А die is rotated by moving your "devil" in one of four directions. 
he die you are standing on is blocked by another, you are able to 
walk onto adjacent dice instead. In the event that you are standing on а 
&roup of dice as they sink, you will land upon the floor. From there, you 
can still push the dice but you cannot rotate them. In other words, you can con- 
nect dice by pushing them together, but you cannot change the numbers on the 
op. Additionally, while you are on the floor your opponents can run their dice over 
you. In order to get back up where you belong, you must "ride" a new one as it rises 


Е 
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A truly excellent puzzle game gets into your head and 
sticks there such that your brain attempts to unravel 
it whether you are awake or asleep. Devil Dice is 
not such a game, but it is nevertheless enjoyable and 
a refreshing change from all those "arrange the falling 
objects" games out there. The underlying concept is 
interesting, the options increase the replay value 
and the game is moderately fun-- though probably not 
for a prolonged period of time 


RE COP: L.A.P.D. 


4 ы 


Formerly known as L.A.PD. 8000, 
Electronic Arts has found new legs for the 
core engine of the "Strike" series; with their 
latest offering in Future Cop: L.A.PD. This 
time around it has been re-worked to 
accommodate a mechanized police 
vehicle, designed to wreak havoc 
in the 88nd century; a time 
when gan£s, entrenched in all 
forms of devious criminal 
activity, have taken over most of... you guessed it... Los Angeles. 


Here is the skinny. A mixture of human creeps, tech- 
no-gangstas and psychotic cyborgs (programmed to be 
career criminals) have riddled the streets with mayhem 
and madness. With daily events such as drug traffick- 
ing, theft and extortion, it is time to bring in the big 
guns. Intelligence has further revealed that various 
"gang' leaders are responsible for all this chaos and 
have parceled Los Angeles into (turf) zones. The play- 
er's job is to take the X1-A (Alpha), a huge, strut- 
ting police cruiser, into town to meet-out some much 
needed justice. 


From the moment the disc is inserted, the clas- 
sic EA flare is evident. A nice CG introduction serves 
to set up the story-line, introducing the player to 
the X1-A. This baby can do some serious damage with 
a host of over 30 futuristic weapons that include 
Plasma Missiles, Mortar Launchers, Hellfire Missiles 
and Volcano Mines, to name but a few. Donning the 
ability to "walk about" as a mechanized combat vehi- 
cle, the X1-A is an experimental device that can also 
be transformed into a formidable hovercraft, as well. A 
key element of the gameplay, hovering, provides the abil- 
ity to traverse large areas of terrain more quickly, and 
can be used to safely navigate mine — infested areas with- 
out incident. This is not to imply that your Mech is not fleet- 
of-feet, because it does move rather well; especially with the 
use of an analog control pad. All weapons can be fired from 
either the Mech or hovercraft positions. The X1-A is protect- 
ed by something called ceramite armor, and does a fair job of 
keeping your booty (and a few other non-shrapnel friendly 
body parts) from frying too quickly when under fire. Using this 
"non-stealth" method of neighborhood stabilization, the player is 
faced with the task of infiltrating the gang territories, with the express 
purpose of taking out the bosses. The game is played out through twelve 
large levels and contains some fast and furious action. With Two-Player 
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Cooperative, Head-To-Head and Precinct Assault Modes, in addition to the standard 
single player gameplay, Future Cop is most definitely not short on variety. 


The animation of your Mech transforming during gameplay and walking around 
is a nifty piece of work. Handling is noticeably and pleasingly different when going 
from Mech to hovercraft. Your X1-A has the obligatory flashing police lights on its 
top-side, asserting its position of authority, as you gun down numerous waves of 
enemies intent on bringing forth your quick demise. Enemies will encircle, flank and 
make use of available terrain and cover, to keep from being smoked, as you fight to 
regain control of the streets. As the cop of the future, you will be well advised to 
jj seek out similar areas of refuge, keeping on the move at all times, to make it through 

unscathed. You will surely know when you are getting pummeled, because the vibra- 
tion feature, found in the Dual Shock controller, lets you know that it is time to move or lose. 


To keep you properly oriented, there is a HUD that provides vital information on 
armor and weapons status, as well as ammunition count. There is also a radar system 
for finding things such as switches and elevator platforms, in addition to locating ene- 
mies, stations called "re-loaders" and for generally keeping you heading in the right 

direction. If the battle gets too heated, you can activate a pause mode that brings up 
а satellite map; giving you an overview of the immediate terrain you cannot get 
from your gameplay perspective. The camera is usually in a good position, but 
tends to swing into some odd viewpoints; especially when dealing with flying adver- 
Saries. Your X1-A cannot rotate its upper torso or head independently, as depict- 
ed in the CG introduction, and this is the game's major fault. The isometric view 
of the actual gameplay does not make use of this feature. Therefore, you cannot 
maintain а separate bearing (for targeting) and heading (for direction of trav- 
el) independent of one another. Fortunately, with the relatively routine AI 
found in the ground based enemies, this is not that big a deal. Airborne attack- 
ers seem significantly more adept at tactics than those on foot or wheels. 

Pilots get ALL the glory. 


Graphically, Future Cop is better than EA's Strike offerings. Using vertex 
coloring, real-time lighting effects and some very nice explosive visuals, the 
engine is given a nice boost. There are some very nice hovering mist effects and 
most of the pyrotechnics are snazzy. With that said, this game stands as a 
good modification to one of EA’s tried and proven graphics engines. Offering 
ample levels of play, multiple objectives and a variety of modes, EA has brought 
forth an enjoyable action game with a futuristic twist. Playing alone or with a 
partner, this game is fun. While there are some things that could be done to enhance 
" the overall experience, many will feel vindicated 
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PUBLISHED BY A7LUS — DEVELOPED BY RACDYM 


The flood of titles that have come with the 
PlayStation's success means that some fine games 
from smaller publishers may get lost in the crowd- 
ed marketplace. It would be a pity if the same 
ate befalls Trap Gunner. It probably isn't 
on anyone's wish list next to upcoming 
sequels and over-hyped blockbusters. 

Like most people, I'd never even ү - 

heard of it before. From the title, i - 
thought it was some sort of skeet 
or trap shooting game. Imagine my surprise when I booted the game 
and saw a Japanese anime intro. I then thought it must instead 
be an RPG with a strange title. Imagine my further surprise when 

I discovered that this was neither a target shooting game nor 

an RPG, but an arcade-style action/strategy game. 


The object here is simple: destroy your opponent. This is 
done through the meticulous placement of traps, or the sim- 
ple, old-fashioned way of punching or shooting them. Combat 
takes place in an arena viewed from a top-down 3D per- 
spective. Although the game advertises 36 different battle- 
fields, there are actually only 18 different arenas but each 
has three lighting patterns. They include locales such as 
museums, airports, canals, and factories but all are basi- 
cally rectangular, but with multiple elevations. 


You can choose one of six characters to play, each with 
varying attributes. The motley crew includes a woman with 
gravity-defying breasts (speaking of attributes), a muscular 
American man, a pig-tailed schoolgirl type, a green-haired 
mutant, a masked ninja, and an androgynous space pirate 
character. These Final Fantasy cast rejects with names such 
as Van Raily and Lou Riche (for a woman) definitely give 
the game a Japanese flavor. The storyline is also typical, involv- 
ing a conspiracy perpetrated by a mysterious organization. 
While something might be lost in the translation, the game- 
play succeeds in any language. 


There are four basic moves in Trap Gunner which correspond 
to the four action buttons. You can place a trap, look for enemy 
traps, shoot a projectile weapon/punch, or activate a detonator, 
Depending on your character, you carry such traps as bombs, pits, poi- 
son gas, and a device which tosses an enemy in a chosen direction. Other 
weapons, health, speed bursts, and shield power-ups appear randomly 
throughout the game. The key to success is setting your traps in such a way 
that they inflict the most damage when triggered. Unfortunately, your enemy 
is setting up his or her own traps at the same time you are. 


Traps are only visible to the player who set them, unless you use the "search" 
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button to reveal their location. Searching for traps slows your progress to a crawl, however, so 
enterprising players will try to glance at an opponent's screen from time to time to see where 
# traps have been placed. A radar screen shows the location of both players, as well as the loca- 
tion of power-ups. While the Versus mode uses a horizontally split screen, the Story mode also 


| features a small video display of your opponent-allowing you to savor their being blown up 
even while off-screen. 


The analog controllers would have been perfect for this type of game, but they are not 
FA supported. The game does utilize the vibration of the dual shock controller, though. Unlike 
other games where the vibrations seem unnecessary, Trap Gunner uses the Dual Shock appro- 
priately to convey the feeling of recoils and explosions. There are numerous options for cus- 
tomizing the game to your liking, such as changing the difficulty level, time limits, number of 
weapons, types of traps, etc. 

One of the most unique aspects of Trap Gunner involves disarming a trap. Once you have 
discovered a trap by searching for it, a small display appears showing a timer and a "code" con- 
sisting of a sequence of the action buttons-i.e. ©,€,@ and (B. You've got to enter the correct sequence 
before the time runs out, or the trap will detonate (Think of it as Parappa except that, if you 
mess up your rap, you'll be blown to smithereens). The length of the code appears to be selected 

at random — anywhere from a two to a six button sequence. While disarming a trap, unfortu- 


nately, you are a sitting duck. If your enemy hits you with a projectile weapon or punches you 
at that time, the trap will detonate. 


Trap Gunner would be at home in an arcade next to a game such as Smash TV. It feels 
very much like a classic coin-op, which means that it is easy to learn but not very deep. Even 
the "Story" mode essentially involves stage after stage of simply blowing up an opponent, 
disarming traps, and collecting items. The replay value, therefore, is moderate. Aside 
from that complaint, my only other concern with the game involves the graphics. Trap 
Gunner looks like a first generation PlayStation game, or else a very good Jaguar game 
(almost a contradiction in terms). The players themselves are composed of simple shad- 
ed polygons, but they appear to be more detailed due to their small size. A faster frame 
rate would have helped speed up the overall pace of the game, which is somewhat slow. 


At the very least, light sourcing could have been used to spice up the explosions and 
weapons fire. 


While it is certainly not the most challenging game you'll ever play, Trap Gunner does 
require you to think on your feet. Fans of games such as Blast Chamber and Loaded will 
appreciate this style of gameplay. As with most arcade-style action games, it isn't very 
deep and the replay value is only moderate for single players, but it is a perfect game to 
turn to for a quick two-player contest. Trap Gunner does- 
n't feature eye-popping graphics or any technological break- 
throughs, but it does offer a lot of fun. Isn't that what 
videogames are supposed to be about? 
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PUBLISHED BY THQ — DEVELOPED BY TAITO 


Taito is the company responsible for 
Raystorm, which received some rather favor- 
able praise from shooter fans. This time 
around, they are coming at us with the 
ever so colorful G-Darius — a game with 
visuals that could fry Jeff Minter's 

eyes and sound effects that will have 
кзы. you thinking you've stumbled (555 v- 
Tie and TRO inc. cro trademarks o7 THe Ino. upon Chinese New Year. If you "х 

are а shooter fan, dig fireworks 
and love the psychedelic era; this game is for you! 


Beginning with an extensive back-story involving kings, 
wars and quests for energy sources, G-Darius is anchored 
by a story involving a mystical genesis. When a scientist 
(king) discovered an alternative energy source that he 
claimed would supply everyone in the universe, the peo- 
ple were happy. As a result, people emigrated to Blazar, 

a nearby moon of the home world Amuneria. Some fifty 
years later, seeking to expand, the residents of Blazar 
sought to assume dominion over Masa, the next moon 
in the system. War broke out over the possession of 
Masa. To deal with the ensuing carnage, scientists 
created a weapon with black magic that has the abili- 
ty to systematically eradicate the universe. Realizing 
they could all be smoked with one genocidal blast, every- 
one stopped "acting-a-fool" and put down their arms. 
The peace lasted for some fifty years. 


Some time later, the people were attacked by a force 
known as Thiima: Meaning "He who administers death. " 
As a result of this attack, Masa was completely destroyed. 
Consequently, the king issued a decree to create a fight- 
ing vessel that would make full use of their black magic 
weapon, coupled with power from Thiima. Seizing enemy 
vessels from the battle, the scientists created the "Silver 
Hawk". By coupling their weapon system with the cores of 
the enemy ships, they discovered a way to self-replicate their 
ship’s energy when depleted. It is through the use of the Silver 
Hawk that the people have a fighting chance against Thiima; 
a series of metallic masses with superlative speed. Now, exact- 
ly why the Thiima boss vessels resemble sea life is not quite clear. 
Perhaps with the genesis angle (no pun intended) to the story, they 
are possibly going with the "all things are alleged to have been born 
of the sea" motif. 


Anyway, the player assumes the roles of Sameluck Raida and Lutia 


Feen — two very skilled Silver Hawk pilots. Upon engaging the enemy, power- 
up items are revealed that increase the Silver Hawk's abilities. One of the Silver 
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Hawk's best attributes is the use of capture balls. 
By shooting these balls at an enemy, you can cap- 
ture their ships. Once you have gained posses- 
sion of an enemy ship, you can then use their 
own firepower to attack with numerous available 
{ weapons. The shields of captured vessels can also 
| be used when you are under fire. (There is noth- 
ing like knowing how to use your available 
resources.) Whatever the situation, there is a 
way to use the capture ball system to counter- 
1 attack the enemy. 


G-Darius features many modes of play. The original arcade version can be played alone or 
simultaneously with a partner. There is also a beginner mode and a vs. Boss mode, in 
which the player can do battle against all of the enemy battleships. With roughly 30 lev- 
els of play, that makes for a whole heap of powerful bosses to joust with. Ultimately, 
rankings are contingent upon points. You will be judged by the number of enemy ships 
popped, how many formations you dismantled, number of captures and even the overuse 
of continues. Everything factors into how you are ranked. The most efficient way to 
improve your scoring totals is by making liberal use of the capture balls and the alpha 
beam. This may all seem like a lot of work to some, but G-Darius is based on con- 
stant barrages of incoming enemy attacks; which is the foundation of any good shoot- 

er. So, it only makes sense that the developers find a way to balance out the gameplay. 


In the complaint department, the visual effects in G-Darius run the gamut from 
the sublime to the ridiculous. Undulating plasma formations, twirling asteroids and 
psychedelic snowflakes, flying around a background looking like the Saturday Night 
Fever disco, are just some of the visual oddities used to create confusion in your 
brain stem. While the game is polygonal and does have a pseudo-3D look, it main- 
tains a very 2D feel, for the most part. Overall, this is probably best, as G- 
Darius tends to keep the action very busy and the backgrounds frequently 
cause you to lose sight of your ship. Bosses can take almost forever to destroy 
and the sound is spotty at best. But all this does not detract from the fact that G- 
Darius is classic shooter goodness with that special appeal. 


In recent (and not so recent) times, the PlayStation has been refreshingly 
graced with the likes of Philosoma, Raystorm and Einhander. While G- Darius is 
a "hoot" as a one player game, it really gets to struttin' its stuff in two-player 
mode, albeit with a noticeable degree of slowdown. After having played a number 
of PlayStation-specific shooters, I can easily say that 
G Darius is an excellent rental, a great purchase, and 
a sure keeper. Simply put, this is one of the best | 
3D shooters on PlayStation — bar none. 
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Piet WORLD 


PUBLISHED BY PSYGNOSIS — DEVELOPED BY SONY COMPUTER ENT. EUROPE 


Lordi — Lordi, The Spice Girls have stormed 
onto the PlayStation! What has the gaming world 
come to? Afterall, aren’t we supposed to crave 
super-duper high-res graphics coming at us at 
five zillion frames per second, in a free-roam- 
ing, go to China and back, no holes barred 
SD environment? Well, let's just say that 
this “PaRappa the Rapperesque” game 
from Psygnosis doesn’t do any of that! But not to fear, I think 
you'll have some fun with it anyway! 


There’s no question that PaRappa exceeded everyone’s 
expectations last year, proving once again, the PlayStation 
has no demographic barriers it can’t conquer. The prob- 
lem, however, is that the game is definitely geared toward 
the female audience, roughly 8% of the overall PlayStation 
market. In fact, Psygnosis has kept the game away 
from the gaming press for the most part, concen- 
trating instead on Spice Girl concerts and other venues 
where they have a captive audience with the target 
consumer. 


The basic gist of the game is that you, as a 
wannabe Spice Girl, are tasked with mixing one of 
your favorite Spice tunes, learning the dance steps, 
performing them and then teaching them to the other 
girls. When you're all done, you go to the television 
studio and watch the performance. All of the girls 
are in the game, including Ginger (I think she left to 
pursue a career in Shakespearean acting), and you 
can play as any, or all, of them. Now, I’m not say- 
ing that Spice World has mass market appeal, but it 
does present an interesting gameplay interface. It’s 
sort of like pork rhinds; you know you shouldn’t eat 
them, but they taste sooo good that you can’t help it, 
(not to mention the fact that you’d never think about 
telling anyone you consumed the whole bag). 


Graphically, Spice World is unexciting, the sound is 
adequate (if you like the songs) and the gameplay is repet- 
itive. That doesn't mean you're not going to have fun with 
it, though. I’m afraid most of the gaming press will over- 
look the inherent fun factor built into a game like this. Granted, 
the demographics might be a little limiting, but there is a certain 
amount of satisfaction that you get when you watch your own Spice 
creation. Overall, if you’ve got a young girl around the house with 
a PlayStation, this game is a no brainer. If you're looking for 
something different for a short period, give it a rent, you’ll be "- 
Surprised how much fun you might havel 1 H È 
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^ PUBLISHED BY WESTI 


The third installment in the Command and Conquer series 
for the PlayStation is hitting retail shelves late this Summer 
in the form of Red Alert: Retaliation. The first two titles 
(C&C and C&C: Red Alert) were just what the doctor 
ordered for a category starving for attention on the 
PlayStation. This latest installment has more of a 
challenge ahead of it, as the RTS library is quite 
healthy these days. 


Retaliation is a combination of the 
Counterstrike and Aftermath expansion packs for 
the PC version of Red Alert, along with some new 
elements developed exclusively for the PlayStation 
version. This has proven successful in the past, as the console and PC 
gamers have yet to become one in the same. The story line is some- 
what familiar, being that there never was a W.W.II and Stalins army 
is storming across Europe in a bid for world domination. Of course, 
while this is going on, Allied and Soviet scientists are in the process of 
perfecting new technologies that could change the course of warfare 
forever. 


The game plays much the same as its predecessors, as you must 
develop your positions, defend your assets and seek out and destroy 
the enemy. This all works fairly well with the standard PlayStation 
controller, but you might want to try a few other options if you 
have them available to you; like the PlayStation mouse! There are 
four campaigns to fight in and each one has several missions to work 
your way through. Each one becomes increasingly more difficult, 
requiring multi-tasking of all of your available assets in order to make 
the next progression. If you’ve played any of the previous versions, 
you won’t notice a whole lot of difference in the overall playability 

of the game. 


Graphically, Retaliation looks a little better than its predecessors 
but retains the same overall look and feel. A little visual enhance- 
ment is definitely in order for the next iteration. The music is still the 

driving force behind the excitement of this series. No other RTS game 
creates such a high energy feel. 


Even though the look and feel is nothing new, the experience is still 
fresh. There are days of continuous gameplay built into Retaliation and the 
ability to switch sides only extends that. A worthy successor to Red Alert, 
Retaliation still offers the best RTS experience on the PlayStation. Ultimately, 
however, it boils down to this; if you’re a fan of the series, you won’t be dis- 
appointed, but don’t expect anything really new. You may want to consider rent- 
ing it first. If, on the other hand, you’re new to the PlayStation, or the RTS category 
in general, Red Alert: Retaliation is as good as any place to start! 
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We had a fairly massive debate about this disc when 
we first received it. Upon initial viewing, I was convinced 
that two of the games included on the disc — Street Fighter 
I Champion Edition and Street Fighter II Hyper Fighting NOVEMBER 
— were ports of the Super Nintendo and Genesis ver- 
sions of the game, not the actual arcade versions, 

Arguments were finally lain to rest when we 

entered Dhalsim’s stage to behold all six ele- 

phants, of which there were only two in the SNES and Genesis games. Isn't 
it sad that I know this? 


I was sure that Champ and Hyper were 16-bit ports because the 
art and sound were terrible. In the hazy corners of my mind, I recall 
these two being amongst some of the best looking games of the time. 
Well, I guess they were, but Capcom’s got some serious milage ahead 
of these titles. It’s hard having to compare these first three Street 
Fighter games to Darkstalkers 3 or Street Fighter Alpha 3. The 
move from the original CPS 1 arcade system to CPS 2 (which 
they’re still using in the majority to this day) meant a huge boost 
for color palettes, memory size and speed. 


Yes, these three games are ugly (in comparison to the 
newer titles), but they still play well. Not great, but well. My 
favorite part of the early SF titles is the fact that there’s no 
air blocking, which I consider to be incredibly cheap. In the 
first SF games, every time you leapt into the air, you were tak- 
ing a huge gamble. Nowadays, you pretty much jump about like 
a hyperactive rabbit, launching flying kicks without any fore- 
thought. With these first three titles, every move you make, 
every punch you throw, every special you initiate must be care- 
fully thought out. Street Fighter has lost much of its intricacies 
as it attempts to be more mass market (Marvel Versus Capcom, 
for instance, is a huge spaz-fest). 


Dragon punches used to be all-powerful, simply because they 
were so hard to execute. Getting your brain around the dragon 
punch motion was work in and of itself, but has since become an 
ingrained facet of all fighting games. I was never really able to mas- 
ter the dragon punch until the first Alpha game, but now I find myself 
tossing them off left and right in Hyper Fighting. 


Capcom also has included a special “Collection Mode” that lets 
you look at artwork, sketches and promotional material, as well as pro- 
viding some background material, hints and strategies. There’s even (hold 
your breath!) a remix of the original score! Woohoo! 


Ultimately, ГЇЇ pass, thanks. I liked the first Street Fighter Collection disc 
and bemoaned the lack of Hyper Fighting, but I don’t feel that its inclusion on 
this disc really makes it worth purchasing. Ultimately, there’s too many 
similarities to make each game feel unique. It’s almost cheaper to look on the 
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RE: DC AND R£2: DUAL SHOCK VERSIONS 


PUBLISHED BY CAPCOM — DEVELOPED BY CAPCOM 


Capcom's gone back to the vaults for both Resident Evil: Director's Cut and Resident Evil 
2, slapped on a fresh coat of paint and rolled ‘em out. This time around, however, it’s all about 
Sony's new dual analog shock controller. 
Capcom was able to sneak RE:DC into Sony's Greatest Hit series, which means 
that this classic is now available for an amazing $19.95, That makes this game vir- 
tually an impulse buy alone, especially for all those out there looking for software 
that supports the cool new dual shock pad. RE2 hasn't quite qualified for the 
Greatest Hits line (I don’t understand why, maybe because it has two discs), 


[^z- but Ваз been reduced to $59.95 
I skipped out on the Director's Cut the last time it was released, see- 
ing it as little more than a way to sucker impressionable y t of their 
~ allowance before Resident Evil 2 was released. Therefore, it was interest- 
1 ing to me not only to play Resident Evil again for the first time, but to check out the wacky Arrange Mode 


included in the game. For those of you also new to Director’s Cut, the Arrange Mode shuffles the placement of 
most of the items and monsters within the game (great for people who memorized all the locations from the 
л = ч first), as well as substituting new camera angles which make some of the partially obscured areas easier to 
pate < explore and fight in. The characters (Chris and Jill) also start off in kicky new outfits to highlight their 
fashionable side. 


There's also a Rookie mode for the game, 


ch is basically the Japanese version of Resident Evil; your 
aim becomes auto-targeting, so your gun will snap to the nearest monster, while all the critters have had 
their hit points reduced somewhat, making them easier to kill. For some strange reason, all the music has 
been changed as well — changed for the worse, in my opinion. The new tracks are cheesey and aren't, 
anywhere as creepy and atmospheric as the original score. Ya know, they added this new, crappy music, 
but those crucial few seconds from the intro video FMV are still missing... 


Resident Evil 2, on the other hand, seems to have a little bit more going for it. It’s still a two-disc set 
(hence the forty dollar price), but has gotten much the same treatment as Director's Cut. The big bonus with 
RE?'s Arrange Mode is that, when you select Rookie level, you actually are able to start with all the big, hid- 
den weapons (the rocket launcher, submachine gun and gattling gun) with unlimited ammo, so you can stomp 

around and blow things away with abandon. 
There’s another mode, unfortunately hidden away in the game, that’s even cooler. Finishing both A 
and B versions of the game will unlock the Extreme Battle Mode. In Extreme Battle, you start off in the 
train at the very end of the game and have to run all the way back to the police headquarters at the begin- 
ning, find four plastic explosives, then go all the way back to the train and blow it up. The kicker is that the game 
randomly generates the maximum amount of monsters possible in each room, making it different every time 
you open a door. One time there may be six zombies in a hallway; come back later and there may be three Super- 
Lickers. While there is ammo and health power-ups throughout, you have to be very careful with your inventory and 
conserve as many rounds as possible, There are three levels of Extreme Battle, letting you play through as Leon, Claire, 
Ada or Chris Redfield (from the original). 


Unless you've just bought your PlayStation in the past six months, or if you've never played or owned either of these 
games, skip these two titles. The extras built in don’t exactly make them worth re-purchasing, as the games are being tar- 


MO geted more towards new users than fans of the series, but the prices are attractive enough to bring in new players. Both Resident 


Evil titles are PlayStation classics, but Capcom needs to be careful that they don’t ruin the series with endless minor upgrades. 
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BLAST RADIUS 
PSYGNOSIS* AVAILABLE NOW • UK 


Blast Radius is a title that you probably haven't heard 
much about. That's because, even though it's already 
available in the UK, Psygnosis has wisely decided 
to hold off its release in the US so as not to detract 
Tom the other key titles they will be shipping this 
ourth quarter. In any event, Blast Radius could be 
oosely compared, in looks and gameplay, to their 
amazing Colony Wars series. As with Colony Wars, 
Blast Radius thrusts you in the midst of а variety 
of mission-based, space combat missions. Each mis- 
Sion is filled to the brim with heavy firepower, unbe- 
lievable special effects and white-knuckle action. What 
differentiates the two, is that Blast Radius is much 
more of an arcade title, passing over the Wing 
Commander-ish plot-lines and sim-like aspects for a 
much more action-oriented experience. While there 
are still objectives to be met, they are mostly situ- 
ated around seeking-and-destroying or kill-or-be-killed. 
One of Blast Radius’ selling-points (in the UK at least) 
is it’s link-cable compatibility, making an intense, two- 
player game. Whether or not they will keep the link 
option in the American version is yet to be deter- 
mined. Blast Radius is set to make its American debut 
this January: 


We're not sure how many people remember Acclaim’s 
Tunnel B1, a game that was developed in the UK by 
a group called Neon, showcasing spectacular graph- 
ics and lighting engines. Unfortunately, the game- 
play was a bit lacking (well, not according to Greg) 
and didn’t sell very well in the States. Viper is Neon’s 
follow-up title and, once again, shows off a bevy of 
beautiful graphics with outlandish special effects. 
This time, the gameplay is reminiscent of Sega’s 
Panzer Dragoon or, going even further back, Thunder 
Blade. In the game, players take to the skies ina 
futuristic, heavily armored Attack Helicopter and 
fly through level after level of kinetically charged 
3D arcade action. While the game design forces the 
player down a continuously moving, somewhat con- 
strained path, there is quite a bit of freedom of move- 
ment, both up and down and left and right. There 
are a variety of weapons and power-ups to pick up 
along the way and a ton of inventive bosses and ene- 
mies. Viper is the type of game that would be better 
suited in arcades than on console, due to the fact 
that there is limited replay value once you've beat- 
en it. At this point, there are no plans for a Stateside 
release. 


1 Team Losi RC Racer game 


1 Team Losi RC t-shirt 
1 Team Losi RC hat 
12 Issues of PSExtreme 


1. To Enter: No purchase necessary. Only one entry per person. please. Anyone 
submitting more than one entry will be disqualified. To enter for your chance 
Lo be one of sixteen (16) winners in the PS EXTREME Team Losi RC Racer 
Sweepstakes: Send a 3 x 5 card with your name, address, city, state, zip code, 
phone number and age and mailto: “Team Losi RC Racer 

clo PS EXTREME,1175 Chess Drive, Suite E, Foster City, CA 94408 All тай 
entries must be received by November 1, 1998. Sponsors assume по 
responsibilty for lost, late, damaged, misdirected, illegible, incomplete or 
postage due mail. Photocopies, facsimiles and other reproductions will not 
be accepted. No facsimile or mechanically reproduced entries allowed. All 
entries become the property of the sponsor and will not be returned, 

2. Prizes: Grand Prize (1); Team Losi Double-XT ‘CRe, Novak Rhino Charger, 
Novak Rooster Speed Controller, JR Propo XR2 Radio, Trinity Motor & Battery 
(Official Team Losi Jacket, T-Shirt, and Hat, a Team Losi RC Racer PlayStation 
video game and a (1) year subscription to PSExtreme. Approximate retail value: 


©1998 Gremlin Interactive Ltd. Lecensed from and developed by Gremi 
Fox,” “Fox” and their associated logos are the property of Twentieth Century Fox Film Corporation. ©Team Losi, Inc. All rights 


unners-up (10). Team Losi RC Racer PlayStalion video game 
year Subscription to PSExtreme. Approximate retail value: $64.98. All prizes 
Will be awarded 

3. Judging: All sixteen winners will be determined in a random drawing from 
ail eligible entries received on or about November 1, 1998 by PS Extreme 
magazine, whose decisions wil be final in ali matters related to this sweepstakes. 
Judges reserve the exclusive right to interpret all conditions in regard to 
this promotion without claim for damage or recourse ot any kind Ву 

inthe sweepstakes, entrants agree to be bound by the rules and the decisions 
ol the judges that shall be final Odds of winning depend on the total number 
of eligible entries received. All winners will be notified by. 
and First-place winners may be required to sign and return. 
eligibility and liability release within 21 days of notification. I 


Interactive Ltd. All Rights Reserved. ©1998 Twentieth Centui 


по! returned within the given time period properly executed, oris returned 
from the post office as undeliverable, an alternate winner wil bê chosen. If the 
Grand Prize and First place winners are under the age of 18, a parent or legal 
Guardian must also sign and provide hei social securtty number on the Affidavit 
ol Eligiblity Release of Liability & Publicity Except where, 1 acceptance 
of a prize constitutes winner's consent to use hisiher name, likeness and 
biographical data for advertising and promotional purposes without addtional 
compensation. 
4. General Condiions: Sweepstakes is open to ай US residents except employees 
of Dimension Publishing, Fox Interactive, and their affiliates, subsidiaries 
sales representatives, distributors, retailers, advertising and promotional 
agencies, and the immediate familles of each. All federal. state, and local laws 
Prizes are non-transferable and may not be substituted. fa prize becomes 
unavailable, sponsors reserve the right to substitute prizes for those of 
‘equal or greater value. Ali taxes on prizes aro winner's sole responsibilty 


Ву accepting a prize, winners agree tha ll prizes are awarded on the condition 
that Dimension Publishing, Fox Interactive. their agents, representatives 
and employees will have no liability 


any manner responsible or lable for any warranty, representation, or guarantee 
expressed or implied in factor in law or, relative to any prize, including but not 
limited lo, ts quality, mechanical conditions or fitness. Void where prohibited 
by law. 

5. For alist of winners, available after November 1, 1998, send an S.A.S E. lo 
"Team Losi RC Racer Sweepstakes Winners List." c/o PS EXTREME, 1175 
Chess Drive, Suite E. Foster City, CA 94404, 

6, For a complete list of rules, send a S.A.S.E. to: "Team Losi RC Racer 
‘Sweepstakes Rules.” clo of PS EXTREME, 1175 Chess Dr, Suite Е, Foster City, 
CA 94404. 
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BRAVE FENCER 
SQUARE + AVAILABLE NOW • JAPAN 


While Square EA will be releasing Brave Fencer in the States this 
year, Japan has already had the title for over two months. The 
game is a 3D RPG that mixes action/platforming, shooting, hand- 
to-hand combat and puzzle solving with a healthy dose of role 
playing. The story is set in a medieval world and you, the pre- 
requisite big-headed blue-haired guy, must set out to stop the evil 
that has spread across your land (ok, we don't really know the 
story, but we're willing to bet that we're pretty close). From the 
limited play we’ve had, the game looks and plays very well. There 
are a ton of challenges, both physical and mental, and the graph- 
ics are a mixture of both textured and flat-shaded polygons. At 
this point, Brave Fencer is as close as we're going to get to a Zelda- 
style adventure on the PlayStation. Look for it toward the end 
of this year. 


= — B = | = 
GNERE 
SQUARE + AVAILABLE NOV • JAPAN 

All we can say is “Wow!” Only out in the arcades 
for about five months, Square’s Ergheiz is already 
well under way to becoming a PlayStation title. 
Developed by Dream Factory, the master-coders respon- 
sible for Tobal No.1 and Tobal 2, Ergheiz blends drop- 
dead high-resolution graphics, tight fighting mechanics 
and a cast of very cool characters (including Cloud 
from Final Fantasy VII) together in somewhat unre- 
stricted arenas. In addition to hand-to-hand com- 
bat, each character will have the ability to use a 
weapon and pummel their foe for a brief amount of 
time. At this point, there is no American release date 
for the product (it’s due out in Japan later in the 
year) but, after all of the uproar regarding Square’s 
decision not to bring out Tobal 2, it’s pretty much a 
sure bet we'll be playing it sometime in the near 
future. 


LRISIS BEAT 
BANDAI • AVAILABLE NOW • JAPAN 


Bandai's Crisis Beat can be best described as a loose clone of Sega's 
arcade/Saturn fighter, Die Hard Arcade. The game plays a lot like 
a 3D Final Fight, where one or two players can simultaneously 
duke it out against an armada of terrorists who have taken 
over a luxury liner. In the game, you can control one of four reluc- 
tant heroes and use just about every object that’s not nailed to 
the floor against the enemy. Each character has his or her own 
set of moves as well as a special “super attack” that can be 
used to clear the room when there are just too many of ‘em. In 
addition, points are awarded for combos and pinning an enemy 
against an object. Unfortunately, this type of gameplay has become 
a bit stale and the stiff, uninspired graphics don’t do anything 
to help the situation. If you do peruse the import shops, pass this 
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To order by mail, send a check or money order made payable to: 


Dimension Publishing * Р.О. Box 6570, Folsom, CA 95763-6570 
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The PS £xtreme Historical Ranking Chart 


| EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along | 
| with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
| those older games that you might have missed (or wish you had). | 


Dead or Alive April 1998 


June 1998 98% Saga Frontier April 1998 
ISSUE, КҮЗӨН МСАА Football 99 September 1998 


К, | Tekken 3 97% Triple Play 99 April 1998 
| Blasto May 1998 96% International Superstar Soccer Pro '98 August 1998 
Reboot April 1998 96% Diablo 
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| Elemental Gearbolt August 1998 
| Parasite Eve September 1998 94% Vigilante 8 July 1998 

| NBA Shootout 98 April 1998 94% Grand Theft Auto August 1998 
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| Jersey Devil July 1998 93% 
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| Hot Shots Golf April 1998 92% 
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The Sequel to the Award-Winning Tecmo's Deception 


Through the brutal use of brainwashing, the blue skinned Timenoids had 
for centuries ruthlessly dominated their inferior human counterparts. 
These immortal creatures were ingenious in their plans to create a new 
world disorder, cunningly crafting armies of unwary human drones to 


infiltrate and wage war against the one race that possessed the power 7 ; 2m — D 
to end their reign of terror — the human. Their plan backfired, though, 


when a young woman named Millennia, brainwashed but not brain-dead, |= МЫ ) 
arrived on the scene. This is her story. This is your challenge. Ба ы Ба) Шы... < 
серне Nii 


Kagero Deception ИТМ © Tecmo Inc. Licensed by Sony Computer Entertainment America Jor use with the PlayStation game console. PlayStation and the PlayStation 
logos ore registered trademarks of Sony Computer Entertainment Inc. Dual Shock is a trademark of Sony computer Entertainment Inc. 
The ratings к 1 is a trademark of ће Interactive Digital Software Association. 
ТЕСМО 19260 $. Van Ness Ave., Torrance, CA 90501 # 
Phone (310) 787-2900 Fax [310] 787-3131 visit Tecmo ot www.tecmo.com 
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"Test Drive 5 is coming your 


way and it looks amazing” -PSM Magazine / : j = = 
“The high resolution graphics / | А 
will blow you away!” -PSExtreme | i = | 
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28 real licensed vehicles — ultra-fast sports cars and souped up muscle cars = 17 real world tracks | ла н. s 

Killer high resolution graphics mode = 2-player split-screen racing = Shortcuts and alternative paths } pitifisfifter JUNKIE р, € В => 

Ass kicking soundtrack featuring Fear Factory, Gravity Kills, Junkie XL, KMFDM, and Pitchshifter = 2-player drag strip racing RECORDS PlayStation 
Cop chase mode — you're the cop = More big crazy jumps, wild cop chases, cross traffic and racing mayhem 


Test Drive is a registered trademark of Accolade, Inc. Test Drive 5 ©1998 Accolade, Inc. All rights reserved, developed by Pitbull Syndicate. All other trademarks are of their respective companies and 
are used under license by Accolade, Inc. PlayStation® and the PlayStation game console logos are registered trademarks of Sony Computer Entertainment Inc. 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


